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f LICENSE AGREEMENT j 


END USER LICENSE AGREEMENT fEIJLA") AND LIMITED WARRANTY 

PLEASE READ THIS LICENSE CAREFULLY BEFORE USING THE SOFTWARE, 

This document is an agreement between you and Wanadoo Edition (the "Company"). 
The Company is willing to license the enclosed software to you only on the condition 
that you accept all the terms contained in this agreement. By using the software you are 
agreeing to he bound by the terms of this license. 

1. Ownership And License. This is a license agreement and NOT an agreement for sale. 
The software contained in this package (the "Software' 1 } is the property of the Compa- 
ny and/or its Licensors. You own the disk /CD on which the Software is recorded, but the 
Company and/or its Licensors retain title to the Software and related documentation. 
Your rights to use the Software are specdied in this Agreement, and the Company and/or 
its Licensors retain all rights not expressly granted to you in this Agreement. 

2 . Permitted Uses. You are granted the following right to the Software : 

Right to Install and Use. You may install and use the Software on a single computer. 

3. Prohibited Uses. The following uses of the Software are prohibited’ You may NO I : 
(a) Make or distribute copies of the Software or documentation, or any portion thereof, 
except as expressly provided in this Agreement. 

(b} Use any backup or archival copy of the Software (or allow someone else to use such 
copy] for any purpose other than to replace the original copy in the event it is destroyed 
or becomes defective: 

(c) Alter, decompile, modify reverse engineer or disassemble the Software, create deriv- 
ative works based upon the Software, or make any attempt to bypass, unlock or disable 
any protective or initialisation system on the Software: 

(d} Rent, lease, sub- license, time -share, or transfer the Software or documentation, or 
your rights under this Agreement; 

(e) Remove or obscure any copyright or trademark noticefs} on the Software or docu- 
mentation: 

(f) Upload or transmit the Software, or any portion thereof, to any electronic bulletin 
board, network, or other type of multi -use computer system regardless of purpose: 

(g) Include the Software in any commercial products intended for manufacture, distri- 
bution, or sale: or 

0~i) Include the Software in any product containing immoral, scandalous, controversial, 
derogatory, obscene, or offensive works. 

SOFTWARE UTILITIES: 

Subject to the terms and conditions of the EULA and for so long as you fully comply at 
all times with the ELJLA. this Software contains certain design, programming and pro- 
cessing utilities, tools, assets and other resources ("Software Utilities' 1 ) for use with this 
Software that allow you to create customized new game levels and other related game 
materials for personal use in connection with the Software ("Personalized Game Mate- 
rials"). 

In addition to the other terms contained in this EUI A, the use of the Software Utilities is 
subject to the following additional license restrictions: You agree that, as a condition to 
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your using the Software Utilities, you will not use or allow third parties to use the Soft- 
ware Utilities and the Personalized Game Materials created by you for any commercial 
purposes, including but not limited to selling, renting, leasing, licensing, distributing, or 
otherwise transferring the ownership of such Personalized Game Materials, whether on 
a stand alone basis or packaged in combination with the Personalized Game Materials 
created by others, through any and all distribution channels, including, without limita- 
tion, retail sales and on-line electronic distribution. You agree not lo solicit, initiate or 
encourage any proposal or offer from any person or entity to create any Personalized 
Game Materials for commercial distribution. You agree to promptly inform Wanadoo Edi- 
tion in writing of any instances of your receipt of any such proposal or offer. 

A. Termination. This license is effective upon the first use. installation, loading or copying 
of the Software. You may terminate this Agreement at any time by destruction and dis- 
posal of the Software and all related documentation. I his license will terminate auto- 
matically without notice from the Company if you fail to comply with any provisions of 
this license. Upon termination, you shall destroy all copies of the Software and any 
accompanying documentation. All provisions of this Agreement as to warranties, limita- 
tion of liability, remedies or damages shall survive termination. 

5. Copyright Notice. I he Company and/or our I teens ors hold valid copyright in the Soft- 
ware. Nothing in this Agreement constitutes a waiver of any right under international 
copyright law. This program is protected by French and international copyright laws, 

6. Miscellaneous. This Agreement shall be governed by the laws of France. If any provi- 
sion. or any portion, of this Agreement is found to be unlawful, void, or for any reason 
unenforceable, it shall be severed from, and shall in no way affect the validity or enfor- 
ceability of the remaining provisions of the Agreement. 

1 . I he Company does not warrant that the Software or its operations or f unctions will 
meet your requirements, nor that the use thereof will be without interruption or error. 

Wanadoo Edition disclaims all warranties, express or implied, including and without 
limitation, the implied warranties of merchantability and fitness for a particular pur- 
pose. I he Company does not warrant, guarantee or make any representation regarding 
the use or the results of the use of the software in terms of its correctness, accuracy, 
reliability, current ness or otherwise. In no event shall the Company or their employees 
or licensors be liable for any incidental, indirect, special, or consequential damages 
arising out of or in connection with the license granted under this agreement including 
and without limitation, loss of use. loss of data, loss of income or profit, or other loss 
sustained as a result of injury to any person, or loss of or damage to property, or claims 
of third parties, even if the Company or an authorized representative of the Company 
has been advised of the possibility of such damages, in no event shall liability of the 
Company for damages with respect to the software exceed the amounts actually paid 
by you. if any, for the software. 

Some jurisdictions do not allow the limitation or exclusion of liability for incidental or 
consequential damages so the above limitation or exclusion may not apply to you. 


ACKNOWLEDGEMENT : 

You acknowledge that you have read this agreement, understand it and agree to be 
bound by its terms and conditions. You also agree that this agreement is the complete 
and exclusive statement of the agreement between you and the company and super- 
sedes all proposals or prior endorsements, oral or written, and any other communica- 
tions between you and the Company or any representative of the Company relating to 
the subject matter Df this agreement. 
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OPERATING SYSTEM: PC with Windows 98, Windows ME, Windows XP or Windows 
2000 with directXS.i 

MINIMUM SYSTEM REQUIREMENTS: PHI fiOOMhz with 192MB RAM, 2nd generation 
3D card [GeForce 1 r ATI Radeon 75G0, Matrox Parhelia or better, higher version cards), 
direct sound compatible sound system, OVD or quadspeed CD Rom drive 

GAME RESOLUTION: from 800*6G(T32 bit up to your system's limits 

MULTIPLAYER: up to 8 players on LAN or Internet (cooperative or player vs, player, 
player vs, computer). 


anmmmmmhnn 

OPERATING SYSTEM: PC Windows 98, Windows ME, Windows XP or Windows 2000 
with dircctX3.1 

RECOMMENDED SYSTEM REQUIREMENTS: PHI IGhz or bettor with 256MB RAM, 
GeForce 2 GTS card or better, direct sound compatible sound system, DVD or quad- 
speed CD Rom drive 

GAME RESOLUTION: from 800^600*32 bit up to your system's limits 

MULTIPLAYER: up to E players on LAN or Internet [cooperative or player vs, player, 
player vs, computer). 


mmtmmai nn 

A game by Digital Reality, creators of Imperium Galactica I and li 
Publisher: Wanadoo and Cryo 

Thank you for choosing to play "Haegemonia", a game developed by Digital Reality. As 
the name suggests, Haegemonia is a game based on conquering, on a galactic scale. 
You start out as a Captain in the empire, and as you rise through the ranks, you will gain 
more and more access to resources and will deal with tasks involving more responsibi- 
lity. Through the entire game you r ll discover new enemies: it will be up to you to defeat 
them choosing from a wide range of military tactics. 


ID 



If this is the first time you are playing "Haegemonia" you will first need to install the 
game on your computer, and configure it for optimal operation. 


After the installation process, if you are really familiar with other space strategy games, 
you can jump right into the action, or you can have a quick look at the section called: 
"How to Start 1 ' (sec it at heading 6.1 .3). When you are playing the game, moving your 
mouse over an icon or an object will bring up a tooltip, explaining its function or use If 
you need more assistance, all you need to do is press the '‘FI " key for ingamehelp. This 
manual will explain the game's features in detail, and can be thought of as a reference 
guide in case you get stuck in ’Haegemonia". 


NOTE BEFORE INSTALLATION! 

Before installing any software, your hard disk should be in proper working order. Rum 
ning Scandisk and Disk Defragmenter (supplied free with Windows) to fix any problems 
is recommended before installing ''Haegemonia". Windows DirectXS.i is required to run 
Haegemonia, if it is not installed on your system, you can choose to install it from the 
menu. 


INSTALLATION INSTRUCTIONS 

Insert the "Haegemonia'" CD into your CD-Rom or DVD drive. The installation program 
should "autorun ", if the feature is enabled in Windows. In case the program does not 
autorun. refer to the Troubleshooting section (at the end of this manual). 

The game's default installation directory is "C:\Program Files\Wanarfoo Edition\Haege- 
monia", but you are able to choose any existing path for installation of the game. 


After completing a successful installation of the game you will be presented with the fol 
lowing options: 

> Install Haegemonia [in case you wish to reinstall the game) 

> Play Haegemonia 

> Uninstall Haegemonia 

> Install DirectX 8.1 

> Read Release notes - contains last-minute information not contained in the manual. 

> Exit Installer 
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To start "Haegemonia rJ , simply insert your CO ■ which should autorurs and then select 
Play Alternatively you can start the game from the Haegemonia folder in the Start 
Menu. You will need to have the Haegemonia CO in your CD-ROM to be able start the 
game. 


I \\ 

"Haegemonia" is controlled by using the mouse and the keyboard. A cursor indicates 
the moose's actual position on screen, You can use different mouse clicks to select dif- 
ferent options in the game. Some extra features can only be reached by the use of the 
keyboard, but most of the common fy4jsed features are accessed via the mouse, 

This manual uses the following terms to describe the different ways to use the mouse: 


5.2.1. 1, Click/ / \ \ 

-■!>■- j p -a — — " — — = — — !■-_>_■ _iJ 

Press and release the mouse button 

j “I 

5-2. 1.2. ppuMeaick 

Press and release the mouse button twice in a quick session 

\ \ / / 

52. J:. 3 .. 90$. 

Press the mouse button aridlieep'pTessing %/ 


52y. OJick ] 

Click the mouse button and move the mouse while continuing topless on the 
button (usually to drag a box around several units that you wish to select) 


5.21.5. Release 

Release the mouse button "( after having pressed it) 

5. 2. 1.6. Click both mouse buttons 

At times you are able to click both mouse buttons at the same time. This action 
can be used to zoom in on the map if you move the mouse up/down at the 
same time (the same can be achieved by using the roller button on top), 

Left or right prefixes/suffixes on some of the commands indicate which mouse 
button(s) should be pressed. 
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As soon as you launch the game, you'll see a menu. Your main choices could be all rea- 
ched by left-clicking on any of the listed options: 



In this menu, you can launch a Single Player Campaign, As you will read from the 
story (chapter 6), humanity is divided - this is the reason why you can select to 
either play the Earth Campaign or Mars Campaign. These two campaigns are dif- 
ferent - Mars Campaign being a bit more difficult to play than Earth Campaign, You 
can set the game's difficulty levels between easy, normal and hard The back but- 
ton will take you back to the Main Menu. 

5.U. Multi player game '• ■ 

You can play Multiplayer Games either through a LAN or Internet connection, or 
through the Game Spy servers. 

5.3.2. 1. Create server, Join and GameSpy 

The main idea behind a multiplayer game is that a person can create a server, 
and the other players can join in and play along, In order to start a game, a ser- 
ver needs to be set up: you can do that by clicking on the create server option. 
If you wish to join a game in progress, you can do so by clicking on the join 
game option. If you are playing through a Local Area Network (LAN) you could 
only select from the available games on LAN. However, if you are playing 
through the internet you will need to know the server's IP number to be able 
to join. This IP number consists of 4 sets of numbers divided by dots. An IP 
number can look like this: 123-255.18.149. If you have friends through ICQ or 
MSM (Microsoft Messenger) you can ask for these numbers quite easily from 
the server. Also, you can check your IP number from the START MENU, then 
select RUN then type in: IPCQNFIG. This will tell you what your machine's IP 
number is, which you can email to a friend while he is online. 

Note: if you are using a diaiup connection. tP numbers change each time you connect to the 

internet. 

GameSpy is an easy option to play multiplayer Haegemonia. During the instal- 
lation process, you will have to enter the CD-key received with your "Haege- 
monia package. This toolkit allows people who wish to play multiplayer "Hae- 
gemonia” to chat and meet up in the GameSpy servers. 

53.2.2. Playing a Campaign Game in multiplayer: 

Select the Campaign Menu then select your difficulty level and the type of 
campaign you wish to play [Earth or Mars). The Load option allows you to load 
a game that you previously saved [the single player game campaigns will also 
save here at the beginning of each mission, enabling you to choose any of 
these saves to play the selected mission cooperatively). This play mode 
enables you to play along with a friend: you can share the same empire, tack- 
ling the various tasks of the single player experience together. 

53.2.3. Playing a scenario game in multiplayer or atone 

Scenarios are game variations that you can either play in multiplayer or play 
alone. Usually this game mode is created for multiplayer fun, however, if you 
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choose the number or opponents and set them all to Al (computer controlled), 
you can play at home against the computer players. Each scenario has the 
same goal - Haegemonia: that is to gain control of the systems, to destroy your 
opponents. In some scenarios you can play in teams (e.g, two teams against 
each other) and in others everyone will be against one player. Scenarios are 
made so that you can download new scenarios created from the internet, and 
copy them into the Haegemonia/Gamc Jnf/Level lolder to play. 

The following things are present in a scenario: 

starling money (you can set how much money you want to start out with, usual- 
ly a server can change the amount for everyone), 

random events (on/off - with this you can have random events turned on and 
oil, positive and negative), 

research point limit, (how many research points you start out with) 

mineral abundance (high, average, low) 

technical level (how many inventions are available at the start) 

pause (none: no-one can pause a multiplayer game, server: only the server can 

pause a game, yes: anyone can pause or unpause the game at any time), 

Al players (number of Al players) 

Al level (what the Al level will be) 

name (you can type in your empire s name) 

team (select the team, choose from available colours) 

empire (select an empire) 

race (select a race) 

ready (a small hand here will show you if you are ready to start the game or not) 

The server can af so set start game and back buttons to launch the game or 
cancel the server creation. 

5.3.2 .4. Joining 3 game 

You can simply join a LAN game by clicking on this option, then, if there are seve- 
ral games running on the same LAN, you can choose between them. Once you 
have clicked on a game, the game parameters (see scenario game) will be listed, 
and you can see what settings were done (note: you cannot change these). You 
can choose your race, empire (colour), and set the '‘thumbs up M to signal the ser- 
ver to start the game. You can also chat with the other players here. 

If you are playing through the internet, you will need to know the server's iP-num- 
ber to be able to join. This IP number consists of 4 sets of numbers divided by 
dots An IP-number can look like this: 123,255,1 8.1 49. If you have friends through 
ICQ or MSM (Microsoft Messenger) you can ask for these numbers quite easily 
from the server. Also, you can check your IP number from the START MENU, 
select RUN then type in: IPCONFIG, This will tell you what your machine's IP 
number is, which you can email to a friend while he is online. IP numbers chan- 
ge each time you connect to the internet if you are using a dialup connection. 

5 3.2. 5 GameSpY 

GameSpy runs its own servers and chat rooms. You can easily find people in 
the GameSpy chat rooms to start a 1l Haegemonia Jr game. The same rules apply 
when creating servers or joining a game as explained before. 

5.33. Load/ Options 

Clicking on the toad icon, you can load a previously saved game. Delete will complete- 
ly delete the selected saved game. In this menu, you have several options you can set, 
starting with: 


GRAPHICS: 

> Resolution: from 800*600 up to 1280*1024 (and up to 1600*1200 with a 64Mb 3D card) 

> Texture filtering: You can switch between Mipmap (very low detail, should be used on 
low end cards, like Geforce MX series). Normal filtering gives you better graphical 
detail. Trrl inear filtering is similar, but slightly better quality than Normal. If your game 
runs well on Normal filtering you can set it to Trilinear, as it ts quite fast and a bit bet- 
ter looking than Normal, Finally, Anisotropic filtering gives you the best quality, LESing 
the latest graphics cards - like GeForce 3, ATI Radeon 9700 or Matrox Parhelia, 

> Texture size: You can set it to Low, Medium or High detail. Low should be used 
with 16M8 graphic cards, whereas High could be used with 32, 64 or 1 2G MB tex- 
ture memory graphic cards, 

> Level of detail (LOD): Again, you can set Low, Medium and High detail LOD means 
Level Of Detail, which mainly depends on the processor and the graphic cards speed. 
Changing this option sets the number of Polygons on screen: set it to Mediitm if you 
have a machine of 1G HZ with a Geforce 2' (or equivalent graphic card), set it to Low 
if you have a lower system and High if you have a higher end PC specification, 

> Material LOD: Low, Medium and High detail can be set, Set it to high if you have 
a Geforce 3 or even, or more powerful graphic cards, 

> Particles Num,: Some, Few, More, Lots can be set. These are to be changed to 
lower panicles if you have a slowdown during your battles, or when lots of par- 
ticles are on screen. We suggest you first set it to More, and than see if you need 
to lower this setting during gameplay. 

SOUND: 

> Music volume: Adjusts the background music volume, 

> Effect volume: Adjusts the sound effects volume. 

> Speech volume: Adjusts the message speech volume. 

GENERAL: 

> Game difficulty: Can be set to Easy Nonna! and Hand levels. Normal should be a good 
option if you have played similar games before. Hard is specifically for those who are 
looking for a challenge. It is important to know that you can set only one difficulty level 
when you start the game, so whenever you load a saved game that same level will be 
set as default. However, if you wish to change the difficulty level during a game section, 
please feel free to do so - you can come back to this screen anytime and make the 
game harder or easier and continue playing. This way, even during a campaign, you can 
change your current difficulty level and ease your way through the tougher missions. 

> Tooltip delay: Can be set to None, Medium or High. None means the tooltip 
appears instantly next to your cursor once you place it on an object or an icon of 
importance - if you want to explore the game, it is quite an easy way to do so. 
Customize this setting according to your needs. Note: Remember to pause the 
game if you want to explore and read game content with the help of the tooltip! 

> Reverse mouse: You may wish to reverse the mouse UP/DOWN movement, for 
this you can choose Normal or Reverse mode. 

> RND event probability: You can customize the random events that are in the game 
- to None, Low, Medium or High probability. 

> Autosave probability: You can set autosaves - this uses a default savegame slot. 
The settings can be: None, every 5, 10, 20 or 30 minutes. 

53.4. Credits 

This menu lists the names of all the members of Digital Reality, Cryo, Wanadoo and 

DreamCatcher who have worked hard to bring you "Haegemonia". 

53.5. Exit 

This will take you back to your Windows Desktop. 
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i.ll History ‘ ^ '* 

"Earth.., this word meant the same as Mankind... until technology enabled humanity 
explore space." 

As men began to seek adventure and possible llfeground outside the safe bounda- 
riesof Earth, the number of colonists who were not born on the home planet grew. 
Although the preparations look long years, the cream of scientists and architects 
worked united and motivated together viewing but one goat, the installation of 
human life on Mars. Leaving Earth was a glorious ceremony where a tremendous 
amount of people gathered to watch the take-off of the biggest fleet humanity has 
ever created. The whole planet was breathless until the first news came in informing 
Earth of the safe arrival and the successful deployment of the colonists... 



Long years have passed between the 
accommodation of women, children and 
men on Mars and the birth of the first 
child on the new planet. The fact was 
that there was a problem, but no one 
could give a clear answer to this ques- 
tion, Some said that perhaps the human 
genetic code prevented it (but in-depth 
scientific research into DMA were only a 
waste of time), others simply blamed 
human nature, saying that the colonists 
needed time to adapt andaccept the 
new environment, while some even for- 
med rebel groups and organized mani- 
festations against the colonization of 
Mars, But one thing was sure: some- 
thing went wrong. Then, ail of a sudden, 
a child was born - he was immediately 
baptized Martian Human, and the event 
created a huge sensation. His case 
became famous on both planets, but 
anxiety still reigned, As if this was a sign 
or a vision, more and more children 
were born and the phenomenon of birth 
became more regular. Eventually no- 
one was counting the cases anymore; 
relief and peace were regained, and 
everyday life returned. Later, there were 
some weak attempts from the media to 
create a story from the birth of the 
100.000th and the 1.000,000th child, 
but then the numbers became simply 
too high and the public lost interest. 
This was how humanity left Earth and 
started its first steps into space... 


For a long time the number of outer colonies was very low - providing the colonists 
with all they needed to settle into a new environment cost an immense amount of 
money. But after the first difficulties were overcome, the number of colonists began 
to rise rapidly and their dependency on Earth began to weaken. Mew technologies, 
based on the local conditions, were developed, and the colonies became self-suf- 
ficient, No longer was it monetary aid, funding or subsidizing which glued humani- 
ty together- it was trade (interchanging goods, minerals and technological skills) 
which became the most common way of interacting with Mother Earth. 

Regardless of the changes, fife was still much harsher on the colonies: the people 
who were ready to accept the conditions were those who wanted to do so mottling, 
to get away from the dull and boring (although very comfortable) life on Earth. The 
process took decades, but soon the elite scientists and technicians were all found 
working in the colonies. Technological advancement was in the hands of the colo- 
nies, while the political power still remained firmly within reach of the World 
Government based on Earth. The unbalanced situation slowfy but steadily began to 
be a source of tension - suddenly everybody remembered the struggle involved in 
the birth of the first Martian Human. Projects were recalled, expeditions cancelled, 
high taxes placed on goods not from Earth origin; although these were small things, 
they were perfectly capable of ruining trust, relations and good will between the 
parties. Little by little, an organization was beginning to form behind the scenes, an 
organization which united the colonies, their leader and intermediary in negotiating 
with Earth was Mars, the eldest and most powerful among them... 

In 2104 there were more than 700 million colonists living on Mars, They had their 
own army of troopers on the planet and huge flotillas in space with defensive mili- 
tary installations (with the knowledge of the World Government, but definitely not 
with their cheering approval), and their own economy and research (this last was 
even superior to the of Earth). They found natural support in the other 1 50 million 
colonists scattered around the Solar System. Who knows how long this volatile 
situation would have lasted, but luckily the leaders of both parties were aware of 
the threat posed and they agreed to begin negotiations. The emerging will for fin- 
ding a solution was real from both sides, and they soon appointed the Moon as host 
for their meeting. As the Moon's leaders accepted this role, they started to prepare 
for the conference. 

3rd July, 2104: The Martian and Earth delegations arrived on the Moon today and 
negotiations began between the Organization of Colonists and the World Govern- 
ment. Their standpoints are fairly far apart. The colonists wish to declare partial 
independence and issue delegates in the World Parliament with at least 34% repre- 
sentation (taking inhabitant basis into account they would have rights to 17%, but 
they want to double it!). They argue primarily with two facts: in the last 30 years 
90% of the inventions were made by colonists (practically the entire technological 
advancement), while Earth was first only in consuming and wasting goods. If the 
government does not accept these facts and the rightful demands based on them, 
they are willing to declare full independence. 






The Earth accepts that the colonies should have delegates in the parliament (they 
have practically zero at the moment), or even in the government, but only strictly 
based on their population size. They would however like to add one special adden- 
dum to this: that everyone born on Earth counts as an inhabitant of Earth and not 
as a colonist. Their argument is based on the primary role of Earth and the effecti- 
veness and peaceful state of the last decades under this kind of governmental lead. 
If their argument should be accepted, this would mean that the long term authority 
of Earth would be safe - especially when looking at the current birth ratio between 
the home planet and the colonies. 

11th July, 2104: The conference tends to be very long and tiring each day but neither 
party has showed signs of compromise just a lack of comprehension of the others 
problems, Without even the slightest advancement in matters, the Martian delegation 
decides to stop negotiations and return to Mars, In response, the other side declares 
their unhappiness about this decision and even shows signs of disgust. 



12th July 2104: The convoy just before entering Mars' orbit is being attacked and 
utterly destroyed. Mars demands immediate investigation, identification and 
punishment of the attackers. If this is not accomplished within three weeks, the 
Organization of Colonists "will know what to do". 

July 2104: There is no clue as to the identity of the attackers, not a single radar sta- 
tion in the area noticed their arrival and departure, and the attack only took sec- 
onds,., Mars claims that the World Government is working behind the scenes to 
remove its most dangerous political counterparts. The official denial is not very 
convincing, and the indignation among the colonists is growing day by day due to 
the apparentincompetency and disinterest of the Government, Apparently a priva- 
te act (but later approved), the Martian military stops several trade ships from Earth 
and confiscates their goods. After this both parties claim the right to approve simi- 
lar actions in the future,.. 

1st August 2104: As the deadline of the ultimatum has expired, the Organization of 
Colonists declare themselves independent from Earth, canceling all treaties -willing 
only to continue adhering to them after new discussions. The Government drafts 
another ultimatum for ' the rebel forces against the welfare and unity of Humanity" 
and demands the restoration of the ofd status quo, giving the rebels two weeks for 
internal discussions, 

15th August, 2104: After the expiration of the ultimatum, war has been officially 
declared between the Organization of Colonists and the World Government, What 
no-one imagined would happen again, happened once again - humanity has been 
divided and is killing their own kind.,. The numbers speak for Earth, but the colo- 
nists are technologically more advanced and are more prepared for a guerilla war - 
all the signs point to a long and balanced war with predictable winner,,, 

And this is where our story begins... 

6.U. Characters [your heroes) 


PRINCIPAL CHARACTERS 


JL\ 


Captain Nilea Cortiffiari (female, 27): 

one of the possible mein characters m the story (if you choose the 
Martian side) 


Nilea was born on Mars and her father was one of the first officers 
in the Martian army, He was previously a high ranking officer a Commander in the 
IJHF, the United Human Forces - the armed forces of Earth, His skills gained in the 
UHF helped him greatly in founding the core units on Mars and in organizing the 
planets defences. Her mother was a scientist in one of the secret military laborato- 
ries, responsible for projects concerning new radar and detection technologies. 
Both were well-honored and well-known people on Mars, but killed in a tragic acci- 
dent when experimenting in their own private laboratory at home. 

Nilea was their only child, and inherited the organizational skills of her mother as 
well as the technical skills and logical thinking of her father. She started as techni- 
cal officer in the Martian army but rose fast in the ranks until she was promoted to 
Captain and received one of the newest and strongest ships in the army to com- 
mand, a corvette. She is not only ambitious, but will defend the Martian's rights at 
all costs, so she will certainly be a charismatic leader. As well as being open-min- 
ded, Nilea is also very sensitive to science , and as such she believes in the exis- 
tence of other races in the galaxy. Since the death of her parents she has been ever 
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so determined tolearn everything she can in the army (both fighting tactics and 
special abilities) and uses her skills in eliminating possible threats to the planet 
Mars: she will never use a harsh word against a Terrain, but is critical of the World 
Government and their opinion about colonies. It is hard to believe that she will ever 

of aliens invading the Solar System, as 


join the Terrain army, not even in the case 
her home is Mars, so she most likely will defend the latter planet. She is currently 
under the command of Yoshimo Sakuzo, who she sees as her idol and who she 
treats like a father, although she has never been courageous enough to express this 
feeling it to him. 


Captain Jack Gamer (male, 29): 

the other possible main character in the story (if you choose the 
Terrain side) / 


" Nothing is known about Jack's past, he was found at the doors of 

a hospital in Los Angeles, in the USA. He was brought up by the state, and as of his 
1 4th birthday he was entered into a military school, which he liked very much as he 
felt as if he had found a family within their ranks. After the completion of this basic 
training he went directly to the United Human Forces Military Academy. 

It became clear very early on, that the young cadet had extraordinary piloting skills 
- he won every single training flight in the academy and finished his training as 1st 
lieutenant with the best possible classification, Due to his results, he later had the 
opportunity to make routine Nights (only the very best were given these opportuni- 
ties) in the whole Solar system as wingman then wing leader and - after his promo- 
tion - as Captain. 

Having only the army to give him education and morale stance, he is definitely loyal 
to the World Government and the UHF, and is limited in his openness to the colo- 


nies and their political and social ideas, even though through voyaging throughout 
space he has visited every single human installation in the Solar System. He is total- 


ly closed with regards to science, which, in his words is "not a setback but a push 
forward for my military career". As his education taught him, he feels the utmost 
respect for his superiors and will do what he is told to without hesitation; this means 


that he's a little too strict, sometimes too much even with himself. 



Captain Emil Kuchera (male, 25): 

Emirs family past was very simple. He was raised by his father, the 
best stockman in Slovakia, and his mother died at a young age 
from cancer. He was born in Bratislava, but soon left his home- 


town to join the army, Back then he was only 18, but it soon became obvious that 
the teenager had a strong character. This strong character, undoubtly inherited from 
his father, caused difficulties in his finding friends: he always made jokes about 
himself being the best, the strongest, the smartest of all cadets,. .and his results 
were outstanding. 

At the age of 28 he was already in the elite class, taught by the likes of Comman- 
der Artemov, master in the art of spying. He always wanted to be like Commander 
Artemov and even to surpass his master. 



Colonel Yoshimo Sakuzo (male, 55) 

The ideal soldier himself, Yoshimo raised himself in rank from the 
bottom to the highest level with discipline, courage and intelligen- 
ce, Not much is known about his childhood, only that he was bom 
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in Japan, and that his family was forced to leave their home, This case is not closed 
yet, scattered information is circulating about his father, a brave man who organ- 
ized a sub-political movement against the still existing feudal trends in Japan, Most 
certainly this was the reason why they left home suddenly and migrated to Europe, 
where Yoshimo was raised. 

Fortunately, the child performed very well during early school years and so was 
allowed to visit the best military academies of the UHF, ft became obvious early on 
that he would not tolerate injustice and would fight against oppression. With all the 
problems developing between Earth and the colonies in the late XXtst century he 
gave up everything he had built up in his life: his career, his rank, and his home. He 
joined the cause of Mars very early, and only just escaped arrest when he 
expressed his opinion too loudly about the Colonies-Earth situation. He flew to 
Mars, where he was almost immediately contacted by the Martian military forces 
and quickly rose through their ranks. As a fiery leader and an emotional character, 
he was soon promoted to Colonel in the USSF (United Space Special Forces), He 
has several majors and captains under his command but he's particularly interes- 
ted in one: from the time they began 'working' together he has admired Nilea Cor- 
tilliari, a very talented young lady, who he wishes to treat like his own daughter. 


Instructor Liana Fordiss (female, 38) 


It was obvious, that Liana s parents would be colonists on Mars, as 
| j they were the leaders of the political group named 'Bright Side of 

Mars' in Dallas, co-operating strongly with the World Government. 
This organization shared the thoughts on colonization plans with the people of the 
region, and to encourage them further, her parents placed themselves in the middle 
of the plan to travel to the new planet. Her mother was pregnant when they left Earth, 
and only months after living on Mars, Liana was bom, Even as a young woman, she 
felt an untold desire to became part of the army, so she was educated this way. 
Surprisingly, she never wanted to be a highly ranked officer, nor a pawn in fighting 
with any possible threat, but she always had a vision to teach and inform other 


people, In her thoughts, the desire and the ability to help others obtain knowledge 
was the greatest gift of her life, With all her experience in this domain, there were 
no questions asked when, after declaring war with the Earth, the Martian Army nee- 
ded an instructor to teach their younger Captains who needed accurate debriefing 
and specific intruction in becoming adept in fighting battles in the hostile situation. 



Scientist Laura Meloni (female, 36) 

The young and ambitious Italian scientist Laura was attracted to 
the art of living species and deciphering their way of life at the age 
of 4. Her parents never cared about her too much - they left home 


when she was 2 and never ever returned. She was then raised by her grandparents, 


and, as both of them were veterinarians, she started to have an interest in animals 


- even after working long hours every day, she passed her evenings watching and 
caring for the poor bruised beings, while at the same time she developed a keen 


interest in plants and vegetation. 

All her respect and care for living ’things' is rooted to her childhood. From a very 
young age, she had already pursued biological, geological, anthropological and 
sociological studies at the University of Science in Rome, At the age of 25 she had 
already finished her studies (3 years before the normal completion of the universi- 
ty!) and begun her practice: she was amongst the few scientists to team up and dis- 


cover the missing communication link between dolphins and humans. Mainly, this 
research opened the doors for her - election in the total undercover government 
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project working on searching for other civilizations in space was her destiny - a 
project baptized interplanetary T. Their main goal was that should contact be 
established with one of these races, they wouFd work with them using every means 
of diplomatic skills available to try andobtain their collaboration, and through this 
gain the chance to analyze the social structure of their life and the biological natu- 



re of their bodies 


Heitirich Stome 
{male, 47) 


Vice Secretary of the Unified Government 


| ] Son of the chairman of a huge German vehicle- manufacturer, 

' Heinrich was educated wjtfTThSkimention of his followintjs(rNhis 

father's footsteps. But as the years passed, the young man took more and more 
disliking to having his future planned for him, and so, before the completion of the 
'Munich Technical Academy', he convinced his father to aid him in becoming a poli- 
tician. The cause of this aboubturn was mainly his self-belief and conscience, 
which kept telling him that he had the power to convince and lead people to achie- 
ve higher goals; he was the leader of the student's organization in his academy, and 
then of the academic alliance. 

He was once the 'Social and Educational Minister' of the World Government but 
soon after the political misunderstanding with the colonies started, he denounced 
his title. He began relentlessly seeking a solution of the problems ahead, and even 
with the declaration^ war between the two parties, he had not stopped working. 
That's primarily why he was chosen to become the vice-secretary of the Unified 
Gove rnmentraposit ion he joyfully accepted, immediately starting the process of 
rebuilding the lost social relations between the colonies and Earth, as well as len- 
ding a helping hand in the work of the new United Space Special Forces and their 
project Klew beginning'. 


I Colonel Vincent Codiague (male, 39) 

Vincent was born in Canada, as only child of his parents. His father 
! ) was a talented artist, a nearly world-famous sculptor before he 

was arrested for drug -handling and sentenced by the French 
Court to leave his country. The ex-patriate, soon after making home in Toronto, met 
a young girl, a journalist working for the World Government and the UHF. This was 
the couple responsible for the life of Vincent, who, following in his mother s foots- 
teps, became interested in the ways of the army and political trends. 

As he grew older, he decided to leave politics behind and concentrate on the army, 
as, in his eyes "saving humanity from a possible attack or catastrophe was a holier 
All his efforts were well rewarded when, at the age of 37 he became Colonety 


t3sk/ p i 

of the Space Division of UHF, and this way the superior of a certain Jack Garner,. 


6,2, Your choice 


At the beginning of the game you have to choose which one of the two opposing 
parties you would like to supportjEanlh or wilt command Captain Jack 

Garner (Earth side) or Captain Nilea Cortilliari (Mars side) depending on your choice. 
Your first task will be to restore peace in the Solar System - but don't forget; follow 
your orders strictly and do not make any hotheaded decisions. The situation is tense 
and one bad move from either side can cause total annihilation of the human race! 


Good luck, Captain! You will n 
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f GENERAL RULES OF HANDLING THE GAME j 




The following mouse control functions are used throughout the game; 


> Left click is the selection button, 

> Right click is the activation [movement, attack, special action) button; the cursor 
will change shape where such actions can be performed. For example the cursor 
will change into a "shield" icon if pointing on a friendly spaceship, of into a 
"cross-hair" sign if pointing on an enemy spaceship. 

> Double click will move the camera to the targeted object or will open another, 

detailed, screen. 

> Dragging a box: holding the left mouse button down (pointing to the left tipper 
comer of the box) and moving the mouse (which is connected to the lower right 
comer of the box) around, thus defining a box. This will be the usual method for 
selecting more units or targets. 

> Keeping both mouse buttons pressed and move mouse: Will allow you to 

change the camera angle and zoom in and out, 



IMPORTANT; The keyboard is a great supplement to the mouse as some features 
are very easy to access through the keyboard. We therefore think that using the 
keyboard and the mouse together will be more effective than using only one of the 
two devices. 

There are some shortcuts that you will use very often on the keyboard: 

"SPACE bar'"; brings up the tactical overview map of the current solar system. All 
friendly units, bases and planets are shown with small icons, as well as all hostile 
units within radar range. You will notice that the radar range is fully 3D, so don't be 
surprised if you experience attacks from units appearing in the middle of your radar 
range ■ enemies could swarm up on you from above or below! 

"PAUSE button": this is exactly what it says - it freezes the action completely, so 
you can handle the situation and determine your next moves. You can assign orders 
to units, rearrange production or research while in pause mode. Pressing the but- 
ton again wiil get you back to the heart of the action. 

"+/- buttons"; accelerate/decelerate time. There will be moments when you do not 
need to handle your ships or planets (they are on their way, all your production 
options are set ready to go, and you'd like to accelerate time). In this case, you can 
speed up the game up to 4x its normal time, 

These are only the most important keyboard shortcuts, but you can find a complete 
list of them in the appendix part of this manual, or review them anytime when playing 
the game by activating the in-game help system by pushing the Tl" button. 
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This short section describes the first missions of both sides, with some additional 
information about game handling and useful tactics. If you would like to play these 
missions alone, please skip to the next section! 


7. 7.3.1 Episode T Earth/ _ 

After read ing/hea ring the mission briefing click On the N" icon to continue. You 
will find yourself on the starmap (the most important screen in the game) focu- 
sing on your mission critical spacecraft (called: Icarus) and your squad of 7 
fighters (called: Faithful). Since the story starts near Earth, you will see several 
other fleets you cannot select or control [they are defending Earth, so you can- 
not pull them away!). The only ships you can control in this mission are the 
squad of 7 fighters. First, lets s^e what is on the starmap! In the upper left hand 
corner there is an icon with rotating planets on it, 

This is the solar system selection button. Clicking on it and keeping 
the left mouse button pressed will bring up a submenu with all the 
planets in the system. 

% i 

Move the cursor over Earth and below its icon with all the moons orbiting 
around it will appear [in this case: Moon). Just keep the mouse button pressed 
and cycle through the planets - the camera will immediately jump to the plan- 
et under the cursor. 

/Vote: this selection method (with keeping the mouse button pressed) seems 3 bit uncon- 
ventional hut it fs very useful for fast selecting - yoti will get used to it tn no ttmei 

In the lower left corner you'll find three further icons: they are repre- 
senting your military units, spy units (you will have access to these 
later) and special units (not available now, but you will meet a mining 
base in the 2nd mission). The selection method is the same as for the 
p la nets , 

Generally, if you left-click on something in the window, it will be selected. For 
multiple selections, use the drag method (see above). Once a unit or units are 
selected, a rotating circle will appear around them. This circle shows additio- 
nal information: its colour represents the owner empire [your units are light 
blue, other units nearby - including Icarus - are dark blue as they belong to 
Earth, and are not under your direct control). This circle will also show the Hit 
Points of the unit - if it is damaged parts of this circle will disappear. Using the 
right mouse button you can now click on objects in the window - if your selec- 
ted units can interact with that object, they will act accordingly. For now, select 
your fighters and right-click on Icarus to activate defend mode. 

As you may have noticed already, in the upper right 
corner there is a small information box, which 
always gives some brief information about the cur- 
rently selected spaceship or planet. If nothing is 
selected (you clicked for example in empty space), 
there is some general information about your empi- 
re in this window. 

While your ships are following Icarus, try to select other squads and planets to 
see how the content of this window changes! 

If you click on this window, you will get a more detailed information window of 
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that object (for example you will go to the "planet info and production" window 
if you click on it while a planet is selected). Try it out! 

The last menu is in the lower right corner, which enables you to reach other 
screens in the game (empire info, planet info and production, research and 

options). 

Sooner or later you will get a report, that hostile ships have been detected near 
Icarus! It r s time to move swiftly! Select your squad quickly if you do not have 
them in vision (use the icons in the lower left corner for example). If you think 
you need some more time, just press the PAUSE button on the keyboard to 
stop time, make your selection and then press PAUSE again. Now switch to 
tactical overview mode with the SPACE bar! You will see a small yellow icon 
moving swiftly towards icarus! , 

There are 4 fighters in this squad and their primary target is Icarus, so your figh- 
ters should have no problem to defeat them. If your squad is selected (icon 
blinking on the map), right click on the oncoming fighters. You will see a red 
arrow pointing onto the enemy, showing that your squadron got the orders. 
Names are also displayed on the tactical map if you move your cursor over the 
enemies (or these will appear after some seconds), Pressing N can toggle the 
name display on or off. Now press SPACE again or double click on any unit to 
return to starmap mode. 

Note: as your units are in guard mode , it is /wf necessary to give them the attack order 
directly! After learns is hit for r/re first tf/Tre, they wifi engage the enemy immediately and 
automatically if you gave them orders, you need to put them in guard mode again (select 
Hie squad and right click on icarus }. 

After the attackers are dispatched, follow Icarus 
again towards the Sun. Soon you will get a war- 
ning (in a short cinematic sequence) that a meteo- 
rite is approaching,,. Don't react hastily! If you 
give orders to your squad just after you received 
the message, you will reach the asteroid too close 
to the Sun! Just wait a bit or move towards the 
asteroid, but stop within a safe distance of the 
Sun [you will get a warning about this). Once you 
have chosen the right attack spot, send your figh- 
ters in {select them and right click on the asteroid). 

If you done everything well, you will have been able to destroy the asteroid 
before it could collide with Icarus and completed your first mission! 

7,1 : 3.2, Episode 7 /1 Stars 1 

This mission is a bit harder to complete, with a built-in sub-quest too! Well, 
let's see,,. 




You start with your squadron from Mars and you can 
see the 5 suspicious trader ships heading for Jupiter. 
Just select your squad (see the Episode 1 Earth 1 mis- 
sion for how to do this) and press ’'CTRL' 1 +right click 
on one of the traders. This special attack mode is cal- 
led "forced attack" - you will need it when you want to 
attack neutral ships or objects. It Is advised to attack 
the one nearest to Jupiter, 
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Against large ships, there are several options for attack. You can find these by 
right-clicking on any of your units (pause the game if necessary). In the menu 
select ’aggressive' 1 attack mode and target "engines". Mow your squad will go 
to point blank range and will concentrate fire on the engines of the enemy. If 
they are slowed down, it will be easier to force them to turn back... 

Note; targeting sub systems on large ships is very useful but the hit chance is considerably 
tower than by just targeting rfte huff! So, you have to decide if you go for the maximum 
damage or try to disable some systems first In this case, targeting the engines is a good 
decision, but not essential, 

After the merchant's hitpoints are down to 50%, he will turn back, You can stop 
firing on it and swiftly target the next one (you can destroy 1 or 2 merchants, 
but be careful - you only received orders to turn them back! Maybe your super- 
iors will be unhappy to see unnecessary bloodshed!). 

While you are busy with the 4th merchant, an escapee from Mars will head to 
Earth. You can stop him for some extra experience points if you want, He is 
running with a fighter, but your main hero's skill speeds up your ships (this hap- 
pens automatically), so you can catch him. 

If you have chosen to do so, the last merchants can be dangerously close to 
the battle stations when you turn back, but don't worry, some merchants are 
allowed to slip through - you can still be successful in the mission. Anyway, 
under no circumstances go into the firing range of the military bases! They will 
annihilate your squad in a few seconds! 

Note; It is possible to turn back all the merchants and catch the escapee loo, just try f 

After you have turned back the necessary number of merchants (and you have 
no more opportunttes to turn back more as the rest have arrived at the bases), 
you will see a short in-game animation, where the base-commander is com- 
plaining about the supplies! Good job, Captain! They will not forget you easily! 
Mow, you have to return to Mars immediately! Simply choose your squad and 
right click on Mars (guard mode) or press "ALT "■night click on Mars (forced 
move to something), In either case your squad will start to move to Mars, where 
you will receive your next briefing. Congratulations, you have mastered this 
mission! 



IF. 


SCREENS - DETAILED 




The game is played mostly on the starmap. At any time only one soiar system is visible 
to the player, but he can freely switch between them. 

At the edge of each system there are wormholes that lead to other systems. The player 
can move fleets through them to explore, colonize, and attack his enemies. 



Short info box 


Quick menu 


8.1.1. Solar system selection icons 


Every system has an icon on the top left of the screen with which the system can 
be selected (there is only one in the beginning of the game, but many more will be 
available later on). Clicking and holding the button pressed on any of the system 
icons will bring up all the planets in it. Moving with the cursor over the planet caus- 
es the camera to jump accordingly in the starmap screen to the selected planet. 
Releasing the button over a planet or moon will leave the camera at that spot. 


If a planet has moons, they will appear below the planet when the cursor is over the 
planet. 


The owner of the planet is shown with a little icon - engine blaze colour and type 
are different for each and every empire in the game. Generally the player's colour is 
light blue, Earth is dark blue, Mars is yellow, pirates are red etc. 



Planet in the solar system selector 


Below the planet you can see its moons if you 
move your cursor over the planet. 

Other solar systems (below the Panola system) 
appear if you have already explored them. 
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8.1.2. Ship selection icons 

in the tower left corner of the screen there are three more icons. The selection 
method is the same as for the solar systems. On every level, your number of squads 
is limited in each category, so you only have to decide within these categories what 
to build. You can always scrap any ship to free up a slot In the appropriate catego- 
ry and replace them with new ones you desire. 

For example: if you can build 6 normal 
military units , 1 spy unit and 3 other units 
in a mission : then building no spy units 
wilt give you no extra spot in the normal 
ships category (you cannot buifd 7). But 
if you buiid 2 traders and 7 mining base, 
then you cannot buiid a military base (all 
of these are in the special ship category). 

' \ Military ship selection icon; all of your military squads are listed here. 

There are four possible squad types: fighters (maximum of 7 In a squad), 

1 ' corvettes (maximum of 4 in a squad), cruisers (maximum of Z in a squad) 

and battleships (maximum of 1 in a squad), 

Spy ship selection icon; all of your spy ships can be reached here. 
Spies are completely different to normal ships, they have special abilities 
and missions - that J s why they are handled in a different way. 

Special ship selection icon; mining bases, military bases, trader ships, 
probes etc. are all listed in this category. Sometimes it will be very diffi- 
cult to decide what to build - but you need to make your own decisions! 





Group assignment reminder: you can assign 
squads into groups (with the ,1 CTRL , '+ number 
buttons) and recall them later (number but- 
tons), The group number selected last, which the unit belongs to, is shown here. 



□ Ships remaining in the category: it is mostly a positive number, showing 
that you can still produce more units into the selected category. The maxi- 
mum number of ships is dependent on your rank and your development status (you 
cannot have spy ships for example before you got the proper technology). 

Squad strength: the current and maximum number of ships in the squad 




Unit in fight reminder; if a unit is fighting, a small icon will appear under 
its own icon 



Production queue reminder; if a unit is in the production queue, this 
icon will appear. These units cannot move until they are removed from 
the queue or the production/refill is complete. 


IS 


8.1.3. Short info box 

In the top right corner of the starmap screen there is an information box, providing 
some essential information about the currently selected unit. The content always 
depends on the type of unit selected, as follows; 

8 7,3, 7, Nothing special sefected* 

'(gene rat information about empire), (.licking on the window takes you to the general empi- 
re info screen (see iater). 

[1] Total amount of money: if your total amount of 
money is less than your expenditures, the colour 
will change to red. 

[2] Income/Expenditures: Normally your income should be higher and your 
money will accumulate. If this isn't the case, expenditures will show the current 
amount and a red number in brackets will show the necessary amount. If you do 
not have money to cover your expenses, your ships will suffer first: their hitpoints 
will be lowered until your income covers their upkeep costs. Then your heroes 
{who need upkeep of course) will go on strike and cease working. If this happens 
you need to balance your finances very fast or your empire will collapse! 

[3J If there is a global research project being carried out, the name of the proj- 
ect and its current status will be also shown in this window. 

8.T.3.Z. Shij? selected* 

* Clicking on the window takes you fo ship information screen (see later). 



Type of squad 


Experience level 
(3 bronze stars } 



Name of Squad (Cobra) 
Refill status (3/4) 

Owner icon (pirate) 


Type of the squad: "T” means ships with turrets (generally good against small 
targets), while ,l B" means ships with blasters (good against big targets and 
planets). Weapon type is also mentioned here. 

Name of the squad: you can see the selected squad's name. 

Refill status: current/maximum number of ships In squad 

Owner icon: colour and form is unique for each empire 

Experience level: there are 9 different experience levels a unit car reach in the 
game. They are marked with bronze stars (maximum 3), then silver and finally 
gold stars. Every level gained will boost the unit's accuracy, hit points and 
damage capability. 

Hero icon: if there is a hero in the selected 
squad, a smalt icon will show you that. 
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8. 1.3,3. Planet selected" 

■ " " 

' Clicking on the window takes you to the planet information and production screen (see later). 

Planet name and type 

Popi Italian and Growth 
O wner icon 

Top of production queues production can be set on each planet individually. 
The top element of the queue and its status are both listed here 

Population and population growth: population directly affects the produc- 
tion and research capability, that's why it is so important to keep track of it! 

Owner icon: colour and form is unique for each empire 

Nero icon: if there is a hero assigned to the planet, a small icon will show you 
that* I W * 



8.1A_Menu bar 

You can reach the other screens of Haegemonia via this menu. These screens will 
be described in detail later in this manual. 



Research screen (or FSJ: brings you to the screen where you can 
select the next invention goal for your empire dependent on your 
research points , 

Empire info screen: same as clicking on the short info box (or F6), 
when nothing important is selected. 

Options screen (or ESC button}: you can save/load as well as 
change various options {graphic detail, sound options, difficulty etc.) 
of the game. 


Planet info/squad info: [depending on the selected object only one of these 
appears - you can reach these menus by pushing the F3 or F4 keys). 


n utmmmt i nn 

This screen gives you more detailed information about a planet and also gives you 
access to its production options. You can also cycle through your planets with the PAGE 
UP/PAGE DOWN buttons once you are in this screen, manage your heroes {dismiss or 
assign them) and also set production on the planet 

Planets play an important part in the game. Controlling, keeping and advancing your 
planets are key elements in accomplishing tasks and winning the campaigns. Since you 
have a colony on the planet, you will have to take care of your people, if they enjoy 
staying on the planet (their morale increases), you will have a thriving population. More 
people mean more taxes and income for you, as well as more people who can work on 
research and production. 
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8.2.1. Screen layout 


[1 1 Your empire logo and the name of the planet (Beta Prime) 

life 


Assign people 
to production/ 

research. 

(see section: 

82 . 2 . 3 .) 


Morale and 
change in morale, 
(see section: 

82 . 2 . 5 .) 


Production 
categories (3) 
( see section; 
8-2-3.) 



Tax rate setting, 
(see section: 
8.2.2A.) 


Current and 
maximum 
population 
(see section : 

9.2.26.) 


Cycle through 
heroes/assign 
heroes 
(see section : 
9.2. 2.7.) 

Production 
slots (see 
section: 8.2.3.) 



82.2.1. General over view 


The important things about planets are: 

> Population: Your colonists will pay taxes to you, which you can spend in 
many ways. 

> Research: You can determine the percentage of the population who will 
contribute to your empire's research. The remaining scientists will work on 
production. There is a slider bar to determine the balance between research 
and production. 

> Production: People will produce ships and other things for you [for a fee of 
course!). Once you have produced something, you will see it built above the 
planet [except projects, that will boost other things, see section 0.2,3 for 
more details). 

> Planetary guns and other defences: They resemble to military bases and 
can be quite effective in defending planets. 

> Heroes: You can also assign "heroes" to planets. They will become gover- 
nors and their attributes can influence the population (better morale) or give 
a bonus to production. 

8.2. 2.2. Environments 

There are certain types of environments (gravity, atmosphere, surface type), 

which determine the overall hostility of a planet or a race, Most of the races can 

alter these attributes to create a more suitable home for themselves. 

The population is represented in millions (see Planet types and bonuses for 

details), The population is visible on the planets - as there are more and more 
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people on the planet you will see bigger cities and more and more lights will 
become visible on the dark side of the planet. This way it is easy to distingui- 
sh large population centers from new colonies. 
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8 2. 2 3, The balance between Production and Research 


A planet's production and research capacity can be divi- 
ded by using the slider bar, sharing your workforce between 
production and research. The icon where you see a planet 
and 3 other planets indicates that you can set the division of 
production and research between all your planets in the solar system. The 
actual setting will slowly follow the desired setting. If there is no research proj- 
ect, the slider will slowly move back to full production - minimizing the loss of 
production power. 



the beginning of the game, morale has a maximum value of 100, but as you 
progress, and research technologies for your population, this value can be 
boosted above 100 in certain situations. 

> Inventions - can raise the maximum morale level 

> Spy actions - successful actions against your empire can lower the morale 
significantly 

> Random events - can have a positive or negative effect on any of your planets 

> Number of inhabitants - more people on a planet tend to be less happy 

> Tax level - can be set on every planet. Higher taxes will result in lower mora- 
le (but more income) and vice versa, 

S.ZZ6. Popujatjon _ 

The population is represented in millions (see section Planet 
types and bonuses for details). The first number shows the 
actual population count and the second number, the maxi- 
mum number of people on the planet. The (+6) shows a growth rate. The num- 
ber of inhabitants and their morale influences this growth rate. 

82-2,7 Heroes on the planet 



Dismiss hero { with the 
exception of your 


main heroes) 


Ml O 


Cycle backward 
between Heroes 




Assign/change hero from 

the poof and add 

to tfie ptanet 





Cycte forward 
between Heroes 


Assign heroes to a pianet/unit. 


Heroes can remain in your HQ (unassigned) or can be assigned to a planer/unir 
(see planet's name next to heroes name). Heroes far away from the selected 
planet/unit will appear with grey colour, while the hero on the selected planet 
will appear in bright white letters. 


Research is also linked to the planet, and is dependent on the number of 
people living on it - the more people you have on the planet, the more scien- 
tists are able to work on your research, and the faster you will finish a project. 
It is important to know that all of your planets' scientists will contribute to the 
current research project - so changing one planet's research /production slider 
might not result in a visible change in research speed? 

8 2.2.4, Taxation and Tax rates 



The tax rate directly affects morale and population growth. 
Increasing tax rates will lower morale (thus production) and 
population growth (of course), but will increase your income. 


(Vote: Hi a not 5 wrth tow moraie coutd mean easy prey for your enemy! 


8 2. 2. 5 Morale factors: 


S' 


:z„ 
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As you see on this picture, morale is average on this ptanet, 
the green arrow indicates that it is currently increasing. The 
number in brackets [46] shows the percentage of morale. In 


8.2 .1. Production on Planets 


8.2.3 A. Production and production queue: 
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Production is carried out on planets: 
mining platforms, planetary defences, 
spaceships, and space stations are all 
built here. 

You can set your production orders in 
a queue of up to 4 items, Once the first 
production order has been completed, 
the next one will be automatically set. 


\ 


If you don't set any production orders, you can still use the production capa- 
city of the planet to boost various aspects of your empire: to produce spare 
parts for a nearby planet, or to increase moraie for a short time by producing 
luxuries. You must remember that this setting generally affects the people who 
would carry out production orders, but who will work on other things until you 
assign them a new production order, So setting production of spare parts 
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(which will make these people on the planet work to help another planet) or set- 
ting luxury project (which will create luxury items tor the population, raising 
their morale) will not allow you to produce ships for example - the queuing will 
not work this way, 

82.3,2, Production categories: Military ships , Special Ships 
and Planetary tpstatta trails 

In the production queue, there are i categories you car start production in. You 
must select these categories first, then the specific invention. The three terri- 
tories are: 

n Military ship production 
tn Special ships/bases production 

I 1 Planetary installations production and choosing projects, 

> Military ships; these mean normal fighting units (fighters, corvettes, cruisers 
or battleships) and military bases (will be a stationary unit if once deployed), 

> Special ships/bases: these ships come in special squads. These are; probe, 
population transport (will be dismantled upon arrival), colonization ship (will 
be dismantled upon arrival to establish the new colony), and mining base (will 
be a stationary unit if deployed once), 

> Planetary installations; (there are limited locations to place these, the loca- 
tions are marked with a "0") 

o Planetary missile defences; a missile launcher that has a high hit point 
value and unlimited homing missiles available. These missile bases are 
automatically equipped with the latest technology in missiles, are statio- 
ned in the planet's atmosphere and cannot be moved, 
o Planetary '’gun" defences; the term "gun" is used here because it can 
actually have more production options depending on the technology you 
have chosen (ion defences, proton defences etc,). Similar to missile 
defences, 

o Planetary shield defences: this shield is very similar to the systems 
found on ship - only the size is somewhat bigger. They give permanent 
defence for each system on the planet (missile and gun installations) and 
keep morale at a relatively high level even when the planet Is under siege, 
o Terraforming; if the appropriate technology is available you can start a 
terraforming process to change the surface type to a more suitable one. 
You can only improve to the level limited by your technology {see terrafor- 
ming later in this section). 

o Projects: these are produced as long as the production order is not chan- 
ged or deleted, if you don't need anything, you can switch to the following 
to use the production capacity of the planet, -fthe projects do not cost ore, 
only use up the production capacity of a planet); 
o Housing; will increase the population on the planet up to its maximum 
o Military training; will give a small amount of XP to all units in the system 
o Spare parts production; adds own production to all other projects in the 
system. If there are no other projects in the system, the planet will lose 
production. 


8.2,4. General tipi on production 

> Do not worry about unit upgrade! When you finish a project, all ships will be 
equipped with it - no need to upgrade your units or scrap them and rebuild your 
forces! 

-> Generally, you will need to produce full squads (this is the default option), but you 
can cancel the production and build up partial squads. 

> You can fill up squads close to the planet's maximum. For this, there will be an 
extra option in the production list. 

> Producing buildings on planets lowers the number of taxpayers on the planet! 
Therefore it is advised to doubiecheck what is worth building and what is not, 

> There is practically an infinite number of production options. They are the so-cal- 
led projects. If you do not need to build units or buildings, it Is highly advised to 
switch on one of these! 
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.1./ SHIP INFORMATION (F4) 




On this screen you can check the status of your ships and manage your heroes with a 
limited number of options to be set, . 

83.1. 1, Ranks or experience 

Ships gain experience which will be reflected in their ranks. The more ships you 
can spare the better they become. With skills and ranks the damage dealt by 
these units increases, as well as their targeting accuracy. 


Doubts arrows 
wiH assign heroes 
to the unit 

Cycle backward 
through heroes 
using the arrows 

Cycle through 
squad s 

Info about assigned 
hero with isst of sktfis 
(see later) 

Your empire icon 



or jf golden stars) 


8.4./ RESEARCH SCREEN (FS) 



On this screen you can see the current status of your development and give orders to 
your scientists to research new technoFogios/inventions. 


8.4.1. General overview, features 

Only one invention can be researched at a time, as research is based on empire 
level fnot on planet level), 

Most of the technologies can be developed through numerous levels {there will be 
new and improved variations for older technologies, too}. This way, the relatively 
few basic technologies can differ greatly, but the number of technologies available 
will be many (at around 250 in the whole game}, 

Each and every technology requires the player to spend research points (RP) on 
them. At the start of every mission, there are some (additional) points that can be 
spent on research. 

Note: RPs are transferable between missions, as ait fully developed technologies are transferred 
ta the next mission! 

It is also necessary that some portion of the population is assigned to research. The 
time needed to research a technology depends on the number and the efficiency 
(morale) of the people assigned. 

The first level of every technology costs more than subsequent levels; but with pro* 
gress on the tech -tree, development costs rise again. In some research areas there 
are certain technologies that costs more RPs, 

The progress of the research process will be shown with a progress bar (it is pos* 
sible to stop, cancel or restart a research process any time), and the RP*cost will 
only be deducted if the project is completed, 

Note: Starting a project is only possible if there is enough RPs to finish it f 

Example; the player has 350RPs and decider, to start a 20QRP project, in the meantime he rea- 
lizes that it was a had decision and cancels the project at 80%. He stifi has 350RPs and can start 
another project for - lets say - 300RP L ater ire stops this new project as welt and restarts the pre- 
vious one again The 20 % remaining from the first attempt is quickly completed and at the end 
he has t50RPs remaining in his pool (and of course it is not possible to restart the 300RP project 
anymore). These no-called cancelled' projects will not be carried over to the next scenario - they 
ham to be started once again from the beginning! 



IMPORTANT ISSUES: 

> If the player acquires a technology by spying he will receive a prototype (and can 
manufacture it, upgrade it etc,}, it could be developed much faster and for the half 
of the normal RP-pricel 

> Stolen inventions can be used in the current scenario, but cannot be carried over 
to the next ones! 

> The first invention in a new technology field will be always expensive (in RP}, This 
is the extra effort you have to finance to learn the basics of that technology field. 

8.4.2. Research requirements 

These requirements must be fulfilled before a new invention can be developed: 

> The player must have the full amount of RP to finish the research, 

> All required technology /technologies must be available and developed (including 
the technology field). 

If the player hasn't got enough RR the invention will be listed, however, if there is a 
prerequisite technology missing, the invention won't appear in the technology list 
at all. 

8.4.1. Researth in other flame modes 

All other game modes [single player skirmish, multiplayer, scenarios) use the same 
system as the Single Player Campaign, but there is no RP or invention transfer bet- 
ween these games (scenarios). The available RP (and/or technologies) is a starting 
point for each player, all other rules remain the same. 


8.4.4. Screen layout 


Description: short 
information box giving 
an explanation about 
the currently selected 

invention 

Status of f/re current 
research: you can 
compare the necessary 
research points to your 
current total, as well as 
see the status of the 
current project- 


Currently selected 

project 


Colouring of inventions: if the name of the invention is displayed in white, it is alrea- 
dy competed. If it is in red, research can be started. Even if you start a research 
project, you can stop it, and resume from the same status later. Grey names in 
research will indicate that you could start this research, however you either lack RP 
(Research Points} or the necessary funds (Cash) to complete it. 



Category 

selectors 


List of inventions 
in the selected 
category 


Technology entry levels: there could be a basic planet technology that you must 
"pay" before the planet technology names appear. Only after this, can you enter the 
advanced planet technology field. Researching some inventions will make new 
inventions appear in the same field. 


Start/stop button of research. 


Empire selection buttons 
farrows): if you have 
information about other empires 
( from a spy for example), you can 
consult it here. 



{Category tcon (center of f he 
circle): clicking on this wilt trigger 
a new screen, where the 
technology tree ts represented. 


8.4.5. General tips on research 

> Every race has some basic knowledge in one of the weapon fields. Humans pre- 
ferred proton weapons in the past, Kariaks the ion weapons, and Darzoks the 
quantum weapons - none of them neglected missile weapons. However these are 
only guidelines! You can start any weapon field - the research point cost is not 
high at the beginning. 

> Laser weapons (basic weapon): before you have the chance to develop any fur- 
ther technologies, your ships will be equipped with good old laser technology. 
They are very weak in every aspect, so you better start replacing them with one 
of the other technologies. 

> Proton weapons (human standard) are capable of piercing through shields, which 
makes them generally strong throughout the game. They are inaccurate though 
and don't deal the biggest damage. 

> ion weapons (Kariak standard] are 100% accurate, but weak. They are useful if 
you want to destroy weapons and engines of big ships and researching them is 
fairly cheap. Later in the game, this technology will get shield disabling, which 
makes them extremely useful towards the end of the campaign. 

> Quantum weapons (Darzok standard) are very strong in damage and create an 
area effect on a ship. Once the shields are down they simply tear the enemy apart. 

> Missile weapons are fairly good in damage and they always find their target - if 
not disabled by an ECM-system. Their special strength is against planets: the 
weakest missiles can cause more harm to a planet than the strongest weapons in 
the above-listed categories! If you plan to conquer planets in your game, it is 
advised to put some effort into research of this field. 

> Do not specialize only in weapons! Ship equipment, as well as planetary bonuses 
can be very useful in the latter stages of the campaign. Of what use is your fleet, 
if you have no money to pay for its upkeep? With reduced HP they will simply per- 
ish from the very first shot of the enemy... 




.5./ EMPIRE INFO SCREEN (F6) 




There is no interaction on this screen, it is mainly used to consult your financial situa- 
tion as well as check out the other empires you have information on. 

8.5.1. Screen layout 


General empire 
information. 


Income: the possible 
resources are fisted 
here, (see below) 


l mpire selector heads: 
you can see the same 
information about 
other empires fff they 
are allied to you or if 
you have acquired 
information via a spy) 



Expenditure: here 
is a list of wh&t you 
have to pay upkeep 
for. (see below). 


Relationship 
indicator: shows 
the relationship 
between you and 
the selected empire. 
The facial expressions 
also reflect this. 


Relationship indicator: The relationship cannot be changed in single player 
however in multiplayer, it will be the lowest value selected by the two parties. 


8.5.1 Sources of intome *_ 

There is only one resource in the game to keep track of: money (everything is meas- 
ured in billion credits or "bcr'}. Used for building and the upkeep of your units. 

Tax can be collected from your colonies, mining can be performed on asteroids with 
mining bases, and trader ships generate trade income automatically after they have 
been built Other income sources can be recycling (via special ships from wrecks 
floating in space) or direct money transfer from another empire. 

8.5.2, f. Taxing 

Tax comes from colonies, the thumb rule is very simple: the more (taxpaying) 
colonists you have, the more tax income you can receive! However high tax 
rates can have negative effects on morale, so keeping the rates at an insane 
level may be a bad decision in the long term. 

Building installations on a planet will decrease the number of taxpayers consi- 
derably, as a new installation needs a crew in order to operate. It is very simple 
- the number of taxpayers is decreased by 250 million per building, so you need 
to decide what is more important to you: the bonus provided by that particular 
building or the extra income. 

8.5.2. 2. Mining 

Mining is accomplished with a mining platform. The platforms are manufac- 
tured on planets, then must be moved and deployed to start the operation. 
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These stations will have additional hyperdrives when manufactured {only 
enough for limited use - for example little droids can attach to the hull and 
function as thrusters} and have only limited command options: move and 
deploy. Moving is permitted anywhere (through wormholes as well). If the des- 
tination is a mining spot (the cursor's shape changes at hot spots), deployment 
is automatic. Once a mining station is deployed, it cannot be moved again so 
it will need to be dismantled! 

For one resource field, there is only one possible location to place a mining 
platform. The mining platform operates at a set rate, depending on the abun- 
dance of ore at that particular location. 


IMPORTANT NOTES: 

> Mining platforms are practically sitting ducks against attacks - they have 
generous armour, but no defences at alt. 

> Mining platforms can be dismantled (recycled) only after deployment; they 
cannot be moved to another location 

> The ore supply level can be changed by random events, This can happen in 
an asteroid field (or a new vein is discovered by your miners, etc,), 



8.5.2r3, Trade 

mmmmmmMmmm ------- ------- -— - — — - - — <----------t-_------------ - ------ m. -m. - — — - — 

Trade is very simple: you only have to build trade ships and they will genera* 
te income for you with each arrival. Traders are neutral to every empire by 
default. They can be attacked however, but no empire likes to see that, so you 
can expect retaliation if you do that,,. There are two types of trader ships: 
interplanetary traders work in one system only, while Interstellar traders can 
use jumpnodes. 


8 5 2 4 Other income sources 


Sometimes you can receive monetary transfer from a friendly empire or you 
can recycle ore from with special ships, These factors could help you 

immensely in your campaign/mfssTdfi! 


8.S.3. Expenditures 


Expenditure: If you cannot afford something, a red number will appear at that cate- 
gory and the status of those units will be disabled or partially disabled - as a result 
heroes and buildings will not have their bonuses, and ships will loose hit points. 
When your monetary situation is balanced , they will operate at full hit points. 


For each squad, star base and planetary system the player must pay upkeep in 
resources. This amount is subtracted upfront from the income, so the player won't 
see a sudden reduction of the funds later. 


Upkeep has a priority over production, and is paid before production is paid. If the 
upkeep cost cannot be subtracted from the current pool, the current 
income/upkeep ratio is calculated. All objects that need upkeep will have their HP 
reduced to that ratio, \ \ \ \\ 


Example: if the income/upkeep ratio is 70% then a ship with 100 HP will be redu- 
ced to 70HP Repair is not possible beyond 70% in this situation. When the upkeep 
can be paid again , the HP is restored . 











The same movement options are available here as in normal starmap mode. A1E units 
and bases in the area you have detected so far are marked with a small icon . Bases 
remain detected even after they are not in radar range! 

NB: Although the map looks ZD, it represents the world in 3 dimensions. This- means that a ship can remain 
undetected and appear in the middle of your radar range suddenly if il comes from above or befow! 



Units with orders to move/attack have a red [attack) or green (move) line drawnfTBC) 
towards their destination. 

Names are also displayed on the tactical map if you move your cursor over the enemies 
[these will appear after some seconds). Pressing the ”N' r key can toggle the name dis- 
play on or off. 
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8.7.1. Movement 

Movement and unit controlling are very easy in Haegempnia. The left mouse button 
is used for selection and the right mouse button for commands. 

The cursor has a "hot-spot" function as well: it changes shape if it points to an 
object where any action can be carried out. Here are the possibilities: 

0 Attack [pointing to an enemy unit) 

Q Deploy mining platform (miner base selected and pointing to a possible mining location) 
B Deploy mines (with appropriate research) 

B Colonize a planet [colonization ship selected and pointing on a habitable planet) 
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a Guard (friendly ships) 

Q Jump (pointing to a wormhole) 


□ Reallocate production (planet selected and pointing on any other object). This 
means ships or other objects will move to the redirected position (fleet, planet, 
base etc.) 

E Spy (spy ship selected and pointing on enemy planet or ship) 

Q Transfer population (population transfer ship selected and pointing on a coloni- 
zed planet) 

87.2. Time 

Time can be adjusted by the <+> and <-> buttons from between normal, 2x and 4x 
accelerated time. These speed settings can be set directly on the numeric keypad 
as well (1 =normal speed, 2=double speed, 3=quadrupie speed). 

The <PAU$E> key will always stop the action and pause the game! 

In the case of multiplayer games, speed and pause settings work as in single player 
mode (the last setting is valid). However, there is a parameter at the beginning of 
the game, which prevents players from pausing the game (allowing the server only 
to pause or not pause at all). 


8.7.3. Camera controls, views 

You see the game through the camera, which can be moved freely in the game- 
world, but there are a few pre-defined views that make navigation easier. There are 
basically 2 modes the camera can be in: free mode and focus mode, When the 
camera is in free mode, it can be moved, rotated, and zoomed. When it is in focus 
mode, it always moves with the selected object, but can still be rotated or zoomed. 
The transition between the 2 modes is always fluid and not just a jump to another 
view. Generally, the camera only jumps to another location if the new location is in 
a different soiar system. All other transitions are executed fluidly. The following 
functions/movements can be done in Haegemonia: 



> Camera zoom in / zoom out: mouse wheel or on numeric keypad 

> Move: cursor keys, mouse scroll (when the mouse is moved to the edge of the 
screen it scrolls the view) 

> Rotate camera horizontally: move mouse left/right while right button is pressed 

> Rotate camera vertically: mouse up and down while right button is pressed 

> Focus: <F>, this key focuses the camera on the currently selected object. In this 
mode, the mouse can be used to rotate the camera. 

> Other camera modes: <G> several other camera modes can be activated to 
show the selected object From other views. This button cycles through them, 
while cShift4G> deactivates this mode. 
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1 PLANET ATTRIBUTES 


9.1.1. Surface types 


Planet surface type is the major factor determining max, population and population 
growth. There is an ideal planet type for each race. 

The current population mainly determines population growth. 

Max. population is calculated from the homeplanet of each race ■ the green num- 
bers are absolute values in millions! 

Example: if the Kariaks have an ideal normai size planet (their homewortd for 
exampiel there wifi be 2500 million aliens there. On a similar sized , but oceanic 
planet oniy 0 6*2500= 1500 million (if no other factors exist). 

The planet surface type can be changed with terraforming (see later in this section). 


Planet surface t\ 

Barren 

Acid 

Volcanic 


mas* 


Desert 

Arctic 

Plains 

Swamp 

f orest 

Ocean 

Terrain 

Gaia 

Gas-qiant 


HUMANS t 

20 % 

20 % 

30% 

30% 


50% 

40% 

60% 

70% 

70% 
80 % 
100% (3000) 
125% 


kariaks 
60 % 
70% 
1 25% (2500) 
90% 


100 % 

30% 

80 % 

70% 

60 % 

60 % 

50% 

50% 


PARZOKS 
125% 
100% (2500) 
100 % 
100 % 


60% 

80% 

60% 

40% 

40% 

30% 

20 % 

20 % 


> Humans have a special racial bonus, so they can have 20% more population on 
any kind of planet. 


9.1.2. Site ; 

Size is the additional major modifier of population size, There can be 4 planet sizes 
in the game: small planet, medium planet, large planet and huge planet. 

The size of a planet strongly determines the maximum population. Size cannot be 
modified in the game, so this is a given condition the player must live with. 


Size MAX population modifier 

Small 35% 

Medium 65% 

Large 100% 

Huge 150% 


^ - 
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Terraforming changes the surface type to a better one suiting your race. Each new tech- 
nology allows one step in the appropriate direction of the "line", trying to reach the best 
terrain for your race. 

While terraforming is a production type {it is done on the planet - all your resources are 
focusing on this process, you cannot produce new units while this is in progress!), all 
kinds of planets can be terraformed where there is some production capacity available. 
Only the owner of the planet can initiate a terraforming process. 

While the planet is being terraformed, big clouds (lightning and thunderstorms) will be 
seen on the planet and a gradual fading into the new texture which represents the new 
surface. If the terraforming is successful, all bonuses will change according to the new 
surface. 

If a terraforming process is cancelled for any reason, the planet will fall back into the 
previous state immediately (graphics will change accordingly). 

Unluckily the main enemy, the Darzoks, use the inverse line of terraforming, so they will 
ruin the planets! Luckily reverse terraformed planets can be terraformed again to the 
level allowed by the player's technology. 


There are inventions that will allow the player to colonize certain types of planets. The 
colonization ship can be improved with new technologies as they become available. 
More advanced technologies can be used to colonize better planets, of course. For 
example, with advanced colonization {CoEonization2), humans can colonize rocky vol- 
canic, arctic, desert, plains, swamp and forest and ocean planets. 

The following technologies are needed to colonize different planets for each race: 


Humans 

Colonization^ 
Colonization 3 
Colonization 2 
Colonization2 
Colonization2 
Colonization2 
Colonization! 

None 

None 

None 


Karla ks 
None 
None 
None 
None 
None 
None 
None 
None 
None 
None 


The colonization procedure is quite simple: if you target a "deserted' 1 planet with a colo- 
nization ship (cursor changes accordingly}, the ship will travel there and establish a new 
colony with 30 million colonists. The ship itself will disappear, as the internal systems 
will be used to build up the basic buildings there. You receive a message that the colo- 
ny on planet "X" was successfully established. 
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9.4.1. Movement near planets 


Squads can be ordered to move to a planet by right clicking on the planet after a 
squad has been selected. The squad moves from its current location to directly 
above the planet. 

Movement is slowed down near planets (and other objects with a gravity field), 
while ships in free space can move faster. Outside the gravity field the speedcan be 
accelerated (doubled) to decrease the time needed for movement between planets. 


9.4.2. Takinj 



Enemy planets can be taken over with spaceship squads. First it is advised to take 
down the enemy's defensive installations (by targeting the "weapons" of the plan- 
et). Once the attackers arrive, the space bases and fleets around the planet will join 
the battle. This battle is played exactly the same way as normal space battles, if the 
planet has defensive installations, it means that the units on the planet will fire 
upwards to the enemy. Therefore if you attack the planet (by selecting the attack 
weapons mode on your ships), you will shoot at these units first, and once these 
units are destroyed, shots will start damaging the shields. 

All shots hitting the planet's surface may cause the death of the inhabitants, thus 
decreasing morale. Ships equipped with blaster weapons (e,g, corvette with a 
"B" indication) have a good chance of penetrating the atmosphere as well as 
all kinds of missile weapons! If the morale reaches a critical level (10% usually), 
there is a good chance that the planet will revolt and join the attacker empire. The- 
refore, planets with high morale and lots of inhabitants will take much more time to 
conquer - even with a considerably strong task force. 
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The player can assign heroes to two places in the empire: to squads (as commanders) 
and to planets (as governors). Both options are handled on the appropriate screen- the 
ship information and planet production screen* There are also specialized heroes such 
as spies and scientists* 

There are heroes who possess bonuses for planets and ships at the same time - it will 
be the player's decision where and how to profit from these skills. 

The main heroes are vital for completing the game, and have their fate decided r so you 
cannot let them die somewhere in outer space. For the most part* they will have the best 
skills and you will need to use them wisely during the time they are with you. 

Heroes also gain experience: commanders together with their crew, and governors as 
colony leaders, 

Heroes in the pool (i.e, unassigned to any task) are waiting for you to decide where 
you wish to use them- and do not gain experience* Later pool or hero pool will be used 
to indicate unassigned heroes. 

When they gain a level heroes can gain a new skill or improve one of their skills to a 
higher level. Local skills affect the squad or planet of the hero, System skills affect all 
the shi ps/pia nets of the system the hero is in (with a 50% penalty), while Global skills 
affect all of your ships/planets (with a 75% penalty)* 


10.1.1. Messages about heroes 


There are two basic types of messages related to heroes. You will receive a mes- 
sage from a hero in connection with recruitment, 


There will be other types of messages, regarding any change in condition of a par- 
ticular hero: 

> Gained a level* 

> Nearly died, but escaped in an escape pod. He will be free for you to assign to a 
new place. 

> Has been killed by a spy. 

> Was killed when his unit was destroyed (or his planet taken). 



There can be situations where your heroes cannot come out unscathed. Injuries can 
happen when the hero's ship is destroyed or the planet where he resides is taken 
over. Injury time is random {anywhere between 1-12 game months). You will recei- 
ve a message about the injury and its specific conditions. 

Death of heroes: if a hero is not critical to the mission he can die if his squad or 
planet is completely destroyed, or if the enemy's assassin spy kills himf You will 
receive a message in both cases. 
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In being reassigned, heroes will have travel lime, preventing continuous changing 
of heroes on planets under siege or fleets in battle* The portrait of the hero is shown 
at the new destination, but dimmed and with the message "en route", 
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10.2.1. Commander skills 

The following bonuses are for Commanders: 

> Brilliance: +10% bonus X P/level 

> Gunner; +10% accuracy/level, negative effects on planet 

> Navigator: +5% speed /level 

> Strategist: +5% weapon damage/level, 2% shield absorb /level 

> Fire coordinator; +10% weapon damage/levef 

> Engineer; +10% regeneration rate/level, +5% HP for the ship/level, +5% pro- 
duction/level 

> Squad leader; +3% radar range/level, +2% speed/level, +5% turn rate/level, 
+5% bonus XP/level 

> Explorer: +10% radar range/level, +2% speed /level 

> Weapon master: +5% weapon range/level, +3% accuracy /level 

> Shield master; +2% absorb/level, +2% shield lifespan/ieve! 

There are some additional skills which especially useful for spies Heroes, whose 
skills are picked from the pool are the so-called spy heroes* They can possess the 
following skills: 

> Spy master; -5% action time/level (all missions) 

> Propaganda expert; +2% success chance/level for propaganda missions, also 
lowers mission time 

> Technology grabber: +2% success chance/level for technology steals, also 
lowers mission time 

> Inf om aster: +2% success chance/level for information gathering, also lowers 
mission time 

> Saboteur: +2% success chance/level for sabotage missions, also lowers mission time 

> Assassin; +3% chance to kill an enemy hero/level 

> Spy hunter; lowers the time for hunting down enemy spies 

10.2.2. Commander rank? 

Commanders have the following ranks (same as crew experience level): 

> Cadet (no skill) 

> 2 ,ui lieutenant 

> I s1 lieutenant 

> Captain 

> Major 

> Lieutenant Colonel 

> Colonel 

> Commander 

> Lieutenant General 

> General 

> Supreme Commander (cannot be reached in l, Haegemonia r j 
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10.2.}. Governor skills 


Governors are heroes assigned to your planets, charged with the responsibility of 
leading your colonies 3nd making them prosperous and strong. 

Note: They give bonuses iike higher production rate, higher reproduction rate, higher morale etc„ 
which are added to tfrose bonuses gained from technological advancements. 

These heroes can have the following bonuses: 

> Gifted governor: +5% maximum morale bonus/level, +1% extra morale growth, 
+ 2%productio n f\ eve! 

> Politician: +2% morale and 3% maximum morale/ievel, +2% tax/level 

> Healer: +10% population growth/level 

> Miner: +10% mining income/level, + 2%production/ievel 

> Assimilator: +5% extra morale/level, 2% population growth /level 

> Scientist: +3%/levei research capacity, extra RP for inventions/level 

> Environmentalist: +5% population growth/level, + 5%productlon/ level 

> Economist; 3% less upkeep/level, 8% tax bonus/level 

> Tyrant: -7% morale/level +1 5% production /level 
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/ / 7/7 

Spying Is the main information source in the game, and the only opportunity to gain 
advantage over the enemy without direct fighting. Spies in general have a lot of special 
abilities, and can perform special actions, but are also very vulnerable if detected. 
Spying commanders also exist; like their military counterparts, they also have additio- 
nal bonuses (added to the abilities of the spy ship's crew). 

information is very valuable in the game. The player can see info on allied races as if it 
were his own, For enemy empires he can only see the following without spying: 

> Ships: depending on scanner technology 

> Planets: oniy the owner 

With spying, he will be able to make the right decisions on the starmap by getting to 
know the actual status of the enemy before attacking it. Below, you will find information 
retrieval tools for spy missions: 


» 



Spies can be produced like regular ships. They reside in a class 11 hull (corvette), but 
work alone, and not in a group. The spy ship has no radar range, as this would reveal 
its location to the enemy, but it has the speed equivalent of fighters and both turn speed 
and acceleration are normal (class II), In fact, spy ships cannot be detected by normal 
ships at all, only other spies can hinder their activities and/or catch/kill them. If a spy 
fails his mission, he will be revealed, 

After the spy ships are ready, they can be moved like regular ships, but instead of the 
standard attack and formation options, they have various other possibilities (the spy 
starts his activities in the vicinity of a possible target until it is in range). Unless other- 
wise noted, after the order has been selected, the cursor changes into a differentjcon 
and the desired target must be right-clicked. The target of the activity is generally an 
enemy planet, sometimes an enemy ship, 
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Information: 

- Spy heroes can be killed/ wounded as normal heroes, if this happens, they will be 
brought to hospital until full recovery. The spy ship (if unharmed) can continue spying, 
but without the special bonuses of the hero, 

- Spy missions have no financial cost, but take upvaiuable time of the spy and of the 
upkeep of his ship, 

- Spy missions can be aborted at any time by simply giving a new order (move or other 
spying task} to the spy. The effort put into the current mission will be lost - it will be a 
guaranteed failure. 

- Experience can be achieved for successful missions as welf as for unsuccessful ones 
(25% of the success rate). 


msEmnmsin s 

Each mission has different minimum level requirements as well as a specific time befo- 
re the mission is performed. 

> Steal money: fairly easy method of gaining a slight advantage while hurting the 
enemy! The amount stolen depends on the level of the spy. After the mission is com- 
pleted, the exact sum is displayed, Money can be stolen from any enemy owned plan- 
et (target could be a planet), 

o Minimum level: 1 

> Propaganda: morale will be lowered on the target planet. The morale suffers a one- 
time 10-30% decrease when the mission is completed (the progress bar fills up). On 
10% (or below) morale level, the inhabitants are so angry that they start to revolt 
against their empire - production haEts, too. This is a pretty ugly mission (for the 
enemy), therefore be performed only by high-level spies.,. 

□ Minimum level: 6 

> Acquire empire information: one of the basic missions - gives general information 
about another empire. It consists of the same information as the own empire infor- 
mation screen (the same screen is used, labelled with the relevant empire's name). 
After the successful mission the screen immediately appears and is accessible for 5 
minutes, after which is will dim.. The target can be any planet in the selected empire, 
o Minimum level: 3 

> Acquire planet information: one of the other basic mission types - retrieves detai- 
led information about the targeted planet. After successful completion of the mission, 
the player can bring up the management screen of the planet - in same way as it 
works for his own planets - for 5 minutes. Of course, he cannot set production on 
enemy planets and sees only the top of the production queue. 

o Minimum level: 1 

> Acquire system military information: this mission is more difficult as it retrieves 
data about planets, star bases and fleets in the current system. Ships and bases will 
become visible for a while and their info-screen can also be accessed, Leaders, HP of 
ships, HP of bases, ship types and starb as e- types can be seen too. For any planet in 
the chosen system. 

o Minimum level: 3 

> Acquire tech-tree: the spy steals the tech-tree for a given technology area (available 
from any planet of the enemy). The te ch nolog y-tree can be accessed via the research 
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screen. Information is available from the moment the spy successfully steals the tech- 
treeand will disappear after 5 minutes. 

o Minimum level: 4 

> Steal invention: the spy tries to pilfer some plans from the targeted planet. If no new 
technology has been found you you will get a message. Inventions stolen are acces- 
sed as prototypes and can be freely used in the current mission, but must be resear- 
ched to be carried over to further missions. 

o Minimum level: 4 

> Sabotage defences: Destroys some (randomly chosen} installation(s) on a planet, 
o Minimum level: 4 

> Sabotage ship: An enemy ship is the target for this order. The spy triggers the self- 
destruct system of a nearby ship. If the spy is killed or driven away (out of reach) befo- 
re the explosion, his ship is rescued. The targeted unit will be damaged, but not 
always destroyed! 

o Minimum level: 4 

> Assassinate leader: Target is an enemy squad or planet that has a leader. The chan- 
ce of success depends strongly upon the level of the spy and the target hero, 

o Minimum level: 7 

> Counter-intelligence: spies on this mission will increase the chance of capturing 
enemy spies in the same system (all systems have a very low rate of capturing enemy 
spies), 

o Minimum level: 1 

> Detect enemy spy: this is a special version of counter-intelligence, where the 
defending spy tries to reveal the location of an enemy spy. 

o Minimum level: 3 


m il u a i nn 

After the spy has reached his/her destination near the target, a "counter" starts to tick 
on the screen. The player sees a progress bar (like HP bar), indicating that the mission 
lias been started. Once this counter reaches 1 00%, the spy has finished the mission. 
This "counter" can be checked on the short info screen of the spy ship. After this mis- 
sion has been completed, (and in some cases if the type of the mission needs it), the 
owner of the spy will receive a message about the outcome. 
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As the campaign is based on missions and set situations, diplomacy is very limited in 
the campaign game. There will be ''diplomatic -like' 1 actions, but they will be driven by 
the story only. Mostly, these will be messages, threats or simply information from other 
empires - no specific change can be made in the line of action (eg, it is not possible to 
sign a peace treaty with the main enemy for example). 

Information about the current relations between the empires can be followed on the 
empire info screen {on taskbars for each empire). The three status options, which are 
explicitly shown, are war, neutral and allied. 
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Real diplomacy only exists in multiplayer where up to 8 empires are fighting for the 
control of a sector. In this situation, it is imperative that the players interact and nego- 
tiate with each other. There is no way to prevent players from acting as they wish 
{regardless of relations), but at least there will be a chance to foresee the AI J s actions. 

The displayed information on the empire info screen will be very similar to the Single 
Player Campaign, but there will be one major difference: the player can actively change 
the setting, which will represent the status he/she wishes to reach with the other empi- 
re. The actual valid relation between the empires will be the lowest set value between 
the two empires [for example if one side sets the slider to war, the other can set what 
he/she wants - there will be war between them. If both of them set neutral for example, 
then they will be neutral towards each other). 

Every player can see riot only his own setting, but also the actual status between the two 
empires. Major changes in relations will be confirmed with messages as welE. These are: 

> Declare war {for example: ’ XY has declared war on us!") 

> Make peace [for example: "Peace treaty signed with XY!") 

> Sign alliance {for example: ”We signed an alliance with XY!") 

> Break alliance, but no war (for example: "The alliance between us and XY has been 
broken"] 

Extreme relations (war or alliance) have benefits and drawbacks for both sides: 

Benefits for an alliance: 

> Allied empires can repair their ships at their ally's bases. 

> They can trade with each other [their merchant ships can and will choose the other's 
planets as target - and both of them will get extra trade bonus]. 

> They can see each other's systems (as if they were their own), 

Benefits for neutral co-existence: 

> Trade is allowed between the empires, but without bonuses. 

Drawbacks for war: 

> Trade suffers a serious setback and income receives penalty for both sides. 

> There is a one-time morale decrease of 10 percent {on all planets] when declaring war 
on another empire. 
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/general description / 


Ships play the most important role in the game. You will need ships to explore the 
galaxy, to defend your empire, and to expand into new territories. Ships can be divided 
into classes, with each class having a certain size hulk Ships ' alone" are not too power- 
ful, but they will become powerful once you start to equip them with the latest inven- 
tions, 

4h r 

We can differentiate three large groups of ships based on how they function in the 
game: 

> Military ships: fighters, corvettes, cruisers, battle ships and military bases. 

> Spy ships 

> Special ships/units: colonization ships, population transport ships, recycle ships, mer- 
chant ships, mining bases, minelayer, drone layer, etc. 


f SHIP PRODUCTION A 




Ship production is a key issue in the game! Ships can be produced only in squads within 
the same solar system and only in the vicinity of its planets. The reason for this is quite 
simple: ships have to reach their destination squad as soon as possible after comple- 
tion {or handling the squads will be quite impossible). 

There is always the possibility of creating a new squad by production (if there is a free 
spot). There are no additional problems in this case: the set number of ships will be pro- 
duced and a new squad will be established. 

If the player wants to resupply an existing squad with new units, the target squad must 
be near the planet for refilling, 

Note; Squads in the production queue cannot move end can be attacked! It is therefore advisable to 
stop production if you see enemy units approaching and try to drive them off before continuing. The 
other option is to quickly produce 1-2 unit squads and drop them into the thick of the battle , 



[ SHIP “DESIGN”: HULLS, SHIP DRIVES AND WEAPON SYSTEMS i 


The basic attributes of a ship will be determined by its "hull" and weapon systems, 
and by the special systems it can be equipped with, The hull types will be predefi- 
ned, supplemented by the actual equipment. The latter defines the type of the ship, 
e.g. Ion fighter. 

The attributes of a hull: 

> HP: representing the toughness of the ship 

> Maneuverability: the agility of the ship (turn rate), measured in degree s/sec 

> Repair rate: measured in HP/sec 


The other system, which can be found on each and every ship, is "the drive”. Drives 
generally have the following attributes: 

> Speed: the maximum speed, measured in m/s. Actual speed is dependent on the size 
of the ship, 

> Acceleration: measured in m/s2 

> Turn speed: actual turn speed is engine + hull turn speed r measured in degrees/sec 

Weapon systems will determine the firepower of the ship while other special systems 
can improve any of the previously mentioned attributes or even provide new ones. 
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Ships in the game are organized into groups (squads), class 1 ships into groups of 
7, class 2 into groups of 4 and class 3 into groups of 2, Class 4 ships are alone. The 
player is able to give commands only to groups; he has no control over individual 
ships, but these groups can be arranged into several formations. 

All squads have pre-de fined names (coming from a name generator used in ”Hae- 
gemonia") which are also used in production and control. 

In the game, the player will control 1-25 of these groups. There are normal military 
units (1 initially, then eventually up to 1 2) and special units (non -deployed bases or 
mining stations, probes etc,), which wilt be used as At controlled units after deploy- 
ment. 

Normal military units will be split into two categories: core and auxiliary units. Core 
units can be transferred between missions (the player's rank defines how much can 
he controls), while auxiliary units will only be available for the current mission. The 
maximum number of these will be defined by the story and willincrease as the story 
unfolds. 

11.4.1. Unit selection 

Each squad the player controls is represented on the screen in full 3D and by an 
icon at the bottom, Clicking on any ship in the squad or its related icon selects the 
squad. Individual ships cannot be selected. The icon and the 3D model are equiva- 
lent in every way, the same options are available! and the same commands can be 
issued, If more than one squad is selected, a list from the selected squads is dis- 
played (with the name of each squad), thus enabling the player to have an overall 
view of the task force, he has selected. 

If the player drags a box using left dick, every squad that has at least one ship in 
the selection field will become part of the selection. 

Left clicking on the info-box or pressing the "F4" key brings up the info screen for 
the selected squad, right click brings up the submenu of the unit. Planets, space 
stations and other objects can also be selected with the left mouse button. For 
these objects the info box shows detailed information as well. 

Double left clicking on any of the icons or objects focusses the camera on the 
object. 
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Generally the left mouse button is the "selection'' button, and the right mouse but- 
ton performs all the actions, Moving and attacking happens in a very similar way 
(right clicking on the target), the action depends on the target you've clicked on. 
Right clicking on friendly or neutral objects moves the selected squads near to the 
object and the command is taken as a guard command. Right clicking on enemy 
objects results in the selected squads attacking that object. Right clicking on 
empty space will move the selected squad(s) to that location. 


If the <M> button is pressed, the reference grid appears. It is a square grid plane 
- the same plane where the selected squad (or average of multiple squads) is right 
now. On this grid, all selected squads have a line pointing from their current posi- 
tion to the current destination point - it is really the projection of the 3D line bet- 
ween departure point and destination, All objects important to the story have a line 
pointing towards the reference plane, ending in a small circle. The colour of the line 
is different reflecting whether the object is betow or above the grid plane. The tar- 
get destination can be dragged anywhere while the right mouse button is held. 


If the <Shift> key is pressed at the same time, it is possible to set the 2 coordi- 
nate of the destination, relative to the reference plane. The movement is repre- 
sented by a line, starting from the projected destination point (on the reference 
plane) and ending at the actual destination point (in 3D space). This makes moving 
up and down possible in the gameworid. 


Releasing the right mouse button hides the reference grid and executes the action. 
Canceling the order to move is possible by hitting the <GSC> button, but this will 
also cancel the current selection. 


Waypoints can also be given to squads. To achieve this, the <W> button must be 
pressed to enter waypoint mode, tn waypoint mode, the previous orders to move 
are not deleted as would be the case when giving new orders to a squad, but the 
last destination will be set as the starting point for the next step. Canceling an order 
to move in waypoint mode will delete all waypoints as well as the selection. Press 
<W> to cancel the Waypoint mode and return to "normal movement mode”, 

Note: if there are valid targets near arty waypoint, the cursor wilt change to attack mode white you 
are setting the waypoint, Waypoints could be used to clear out several enemy installations, one 
after another. 


11.4.4. Fleet selection 

Squads can be grouped together as fleets and marked with a number. For example 
“CTRL'V'I" puts all selected units into fleet number 1, 'CTRL r V'2” into fleet 2 etc. 
Recalling the selection is simply touching button "1 r, r 1l 2'' and so on, A small num- 
ber is visible by the icons of the squads, showing their fleet hotkey. 

fJote: A squad can bo assigned to s everal fleets, but only the fast section will be visible at the icons. 

13.4.5. Commands and formations in detail 

When a unit is selected, you can right click on it to bring up a 
new menu to decide the following things: "attack mode' 1 and "tar- 
geting mode”. Read on to know more about these possibilities 
and their advantages. 
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13.4,5, I^ Jargeiing mode 

This setting can be activated for any squad or squads. The default setting is 
"hulF IH , which means that the squads will fire at the enemy with no concern for 
what they are hitting. After the given subsystem is destroyed on the target, the 
ships will keep on attacking, but they will not target specific systems. 


Available options in this menu: 

> Weapons iweakening a ship from one side could result In much less damage 
taken during the fight, 

> Engine : usually ships cannot move without engines - excellent idea to pre- 



r STAR BASES j 


vent them from retreating 

> Hull : default - attacking the hull! This option gives the biggest chance of hit- 
ting the target, although without any advantage gained) 

7 3. 5,2, Af tack modes / forma r/pris r _ „ __ 

In the game, it is possible to choose attackrnddesiformations for individual 
squads. Attack mode defines th^ behavior of the squad - the aggressive set- 
ting tends to move ships closer to the enemy and retreat very late tor never), 
while at the cautious setting, ships fire on the enemy from a greater distance 
and leave the battle with minimal HP loss. The ships in the squad will enter 
these attack modes/format tons immediately after being ordered to do so. 


Nate: During battles formations may break up, tn 
tion again when the battle is over. 


Star base types: 

> Mining platform 

> Battlestation {and repair station) 


Star bases can be manufactured at planets. They leave the planet as ships and take up 
a special squad slot. They can be moved until deployed at a very low speed. Once 
deployed, they can never move again. 



' - \ If deployed near planets, star bases practica ty stay at the same spot, 

_ _ | while the planet is rotating. This way one battlestation cannot defend 

an entire planet - the player will need at least two of them. 


~ J You can bring up the star base submenu by right clicking on a base. 

There is also a recycle button for each starbase - in this case the base 
is destroyed and you can earn some funds, / 


Si 
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Combat is ongoing in space, its exact location can be zoomed from the starmap. Batt- 
lefields involving the same opponents are never scattered- if the opposing forces move 
too close to each other, combat will start, and if they move away from each other, the 
battle will end. 

In battle all ships are represented individually, although they can only be controlled on 
squad level. Squads always perform their attack based on their formations and their 
current numbers - but the actual movement is calculated by the At. 

Example: fighters in a watt formation wilt always try to attack From one side, hut they will 
evade, rotate and fire individually 

All ships pull a line" - engine exhaustion effect - to visualize their movement and 



At the beginning of the battle, the Al checks the relative fleet strengths, the surroun- 
dings {is there a special area nearby where the battle can be fought with a better chan- 
ce of winning), the escape options {if overpowered), or the presence of any special 
equipment that could be used. Depending on these factors (and the units' attributes), 
the orders will be set at group level for the best available tactics for the computer played 
empires {the computer could decide to employ hit and fade tactics, for example). 

The battle will be decided by the rules of combat (see below), and will continue until the 
retreat conditions for the Al are met, or until the player retreats, or until one of the com- 
batants is utterly destroyed. 

Note: After a ship has been destroyed, XP is immediately and evenly distributed among afi squads who 
contributed in its destruction. After the battle, wrecks wilt remain on the battlefield, waiting for pickup 
and recycle! 


J 11.7. / WEAPON SYSTEMS 


There are 4 different weapon systems that ships can possess: ion, quantum, proton 
and missile. For each system type researched, the player gets a new hull type (hull size 
is also an invention). For example, if "ion cannon" and ' fighter hull 1 ' are successfully 
researched, the player will get the "ion fighter hull 1 '. If later "proton cannon" is resear- 
ched as well, he automatically gets ' proton fighters" (name will differ as it means: a 
"fighter with proton weapons '). 

In each area, there are basically 3 types of weapons: cannons for the fighters and tur- 
rets and blasters for larger ships, all of them having different levels of development. 

If the player gets a hull, there are pne-defined numbers of pods [invisible in the game), 
which determine the number and type of equipment that that hull can carry. For example 
"shield pod", h, ECM pod", etc. The related type of pod is defined for each and every 
weapon and equipment, so if a new invention is successfully researched, it can be 
immediately equipped [see upgrade section) on the appropriate ships. 

Note: The description of inventions gives a clue as to which types of ships (hulls) can use that s paci- 
fic invention. 
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117.1. Damage and destruction of ships 

Bigger ships have several parts: there will be a "main parr', the "hull' 1 and ''additio- 
nal parts" (the wings). Wings also have HP and can be destroyed individually with 
all the equipment on them, After a ship has been hit (shield or the hull), the hull and 
the wings will take damage and as the amount increases, there will be an increase 
in the explosion effects so that the player can visualize the damage. 

The remnants of the ship may remain operational and can continue fighting, with 
limited firepower and maneuverability though, until the wings or the hull itself are 
destroyed. The wreck of the hull remains floating in space (instead of the ship 
object) and can be recycled, 

Note: Smaller ships only ham one part; the "Ml", fighters wifi be destroyed completely; only 
class 3 or higher ships wiff leave a wreck. 



M/rte/ayer ship: _ 

A special pod on this class 2 ship allows the deployment of 20 mines, A spe- 
cial command is available for these ships to deploy mines - they will do it conti- 
nuously until the command is changed or their reserve is exhausted, If a ship 
receives a command to deploy its mines elsewhere, the previously deployed 
mines will explode! Mines hone in on enemy ships in the vicinity. Their speed 
and damage depends on technology level, Normal units cannot detect mines. 
A special ability of minelayers is the deployment of mines through wormholes 
{a very nasty surprisefor any stationary targets on the other side!). Minelayers 
are considered as special squads. 

13 8,1.5, Population transport: 

As planets are very different and populations grow slowly there is an option to 
use these ships to transport your people from a well-established colony to a 
new one. These gigantic ships can transfer 2Q0 million hibernating colonists for 
long distances. They are fairly cheap, but can only be used once! The ship's 
remains are recycled at the destination colony. Population transport ships are 
considered as special squads as long as they are en-route. 


Special ships are considered special for two reasons: they have a special command 
(like minelayer ships) or they are treated in a different way to normal ships (like space 
bases). You can only have a limited number of normal squads and special squads at any 
given time (depending on your rank), therefore it is vital to know every bit of information 
on these special ships: 

73.8,1 T. Probe: 

4 } - __ u ■. ... 

Probes are small sized ships that are equipped with radar - which means you 
can use them for detecting certain movements in space. They move indivi- 
dually and are even smaller than fighters. They can be produced as normal 
ships, and when they reached their destination, they start to send signals- they 
are your eyes and ears in the specified area, Probes operate for a limited time 
only, but they can also not be detected or destroyed by normal units. They are 
considered as special squads, 

13.8.1,2. Wormhole inhibitor probe (you can only produce one): 

Similar in size to the normal probe and with the same attributes - except that if 
It is sent into a wormhole, it will prevent any movement through it, while func- 
tioning at the same time. Using this probe can consequently shut down a worm- 
hole completely ,, it is available only to the Darzoks, and has limited lifespan. 

T3.0.T ,3,Jumjp signaler probe ( you can only produce one): 

The human response to the Darzok inhibitor technology, this probe can go 
through wormholes while remaining completely undetected. When deployed, it 
will start sending beacon signals through hyperspace and any fleet equipped 
with a wormhole creator can jump to this point. Only one can be active 
(deployed) at a time and they have a limited lifespan, as "normal' 1 probes. Using 
them is risky though - the ships usually suffer great damage while warping 
through hyperspacel Therefore it is not advisable to use this technology with 
low HP ships ,. 


7 3. A7.fi. Colonization ship: 

After the proper technology has been researched, the player can colonize any 
planet (in the beginning only those similar to his home environment). These 
ships transfer 30 million colonists and all necessary equipment to establish a 
new colony and survive in hostile environments. Colonization ships are consi- 
dered as special squads as tong as they are en-route, 

73 8, 1.7, Wreckage re eye ter: 

Unused mining stations, lost bases and ships, or even wreckages of enemy 
ships are excellent sources of metal that will immediately be converted into 
credits! This ship collects them automatically in a system (will not use worm- 
holes). These ships are huge, but very vulnerable andit is advisable to defend 
them if enemy activity is seen. They will be in the special: squad group. 

13.8.1.8. Mining bases: 

They can be built as ships and must be deployed at their point of activity. There 
are 2 methods for deployment: a deploy command (or button), which works in 
a similar way to military bases, and by right clicking a valid target for the base 
(the cursor will change shape over valid targets), Mining bases are treated as 
special squads until deployed. 

13.8. 1.9, Military bases: 

These huge stationary space objects are very well defended and can repair and 
resupply any ship in their vicinity. They are excellent for planet defensive roles 
and can guard tactically important places very well (such as wormholes or 
resources). They can be deployed anywhere with the deploy command (but- 
ton). They repair nearby friendly ships at an higher rate. Military bases are 
constructed similarly to mining bases: they can t be moved after deployment. 
They appear as speciai squads until deployed. 


A chip's attributes are based mainly on the pods it is equipped with, Hull defines the HP 
and number of pods, the weapon pods define the firepower and rate of fire, and the 
engines define the maximum velocity, acceleration and maneuverability. 

Note: There exist of course inner systems (specie! pods) to improve one or more of these attributes. 

The crew's experience [or level) is independent to the pods system and is connected to 
the existence of the ship itself Of the ship is destroyed, the crew's experience will be lost 
forever). Resupplied units do not lose experience however - all units will get the expe- 
rience of the squad. 

Another important "attribute" is the regeneration rate of the ship -the crew's ability to 
repair the ship after battle, A more expert crew, special inventions and/or a talented lea- 
der, can increase its normal rate. 

Detailed description of the ships’ attributes : 

> HP: represents the possible damage taken by a pod or the hull itself. The overall HP 
is graphically represented for the player at all times with a selection ring around the 
unit/s. 

> Firepower (damage): represents the amount of damage the weapon (pod) is capable 
of inflicting. 

> Rate of fire: the other primary attribute of weapons. It is measured in slot per second. 

> Speed: mainly defined by the enqines of the ship (and maybe some other inner 
equipment). 

> Acceleration: the other main attribute dependent on the engines. 

> Maneuverability: defined mainly by the HleII size. The engines and some special 
equipment can affect maneuverability, but don't expect miracles... 

> Crew's experience: means the overall handling of the ship - having more experien- 
ce has a positive influence on almost all attributes! 


( 11.10. If REPAIR, RESUPPLY J 



Ships in the game repair themselves automatically. This rate can be modified by 
inventions. 


Starbases and supply ships repair at a much better rate. Whilst repairing, small drones 
are launched out to visit each ship in each squad while they are in range. 

Drones leave their base every time a damaged ship (squad) comes into range. The 
drones wili visit the squad that has the lowest average HP first; and in that squad they 
wifi start out with the mostly damaged ship. 


Note, the drones themselves ere invincible end cannot be attacked, but if their homebasc is des- 
troyed, they self-destruct. 
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r 11.11./ CREW EXPERIENCE (DETAILED) j 



Gaining levels happens on the basis of an XP system, hidden from the player. For every 
defeated foe and completed mission, the crew gains experience and once a certain 
amounts gathered XP is reached, they will gain a new level. The level is always dis- 
played on the starmap on the squad's icon. 

Every gained level automatically adds bonuses onto the ship's attributes as follows: 

+ 10% firepower (damage) - better use of weapons 
+2% accuracy 

+ 5% hitpoints (better overall handling of the ship) 

Additional bonuses for spies: 

-2% time needed for missions 


Radar range is displayed with a blue transparent circle around the unit and can only be 
seen in radar mode (SPACE). Anything inside radar range is visible, except for spies who 
can hide away out of radar range. As you research inventions, you willl be able to extend 
this radar range, as well as produce probes (cheap units) that are invisible to your 
enemy, but that can provide you with extra radar range. Remember that the lifespan of 
these probes is limited, and they will be destroyed after use (you can also research tech- 
nology to advance their lifespan). 

In the game, the player can consult information on the following : 

> His own squads and installations 

> All natural space objects (planets, suns, clouds, etc.) 

> Previously discovered wormholes (in each mission there may be some wormholes that 
are marked as discovered at the start) 

> Previously discovered static installations (mines, space stations, probes, etc ) 

> All enemy and neutral spaceships that are in radar range of a friendly unit (allied, too!) 

Note: Every squad, planet and space station has a radar range, built on the best radar technology 
available. 




mux a a 

Trade will become part of the game if the player has at (east two colonies (including 
allies), and if the player builds additional merchant ships. There are two kinds of trade 
ships: interplanetary and interstellar merchant ships. The latter are bigger and can tra- 
vel through wormholes. Merchant ships automatically go back and forth between the 
player's and his allies' colonies and they generate income until they are shot down. 
Under normal circumstances merchants are not attacked by anyone ,, that is r under nor- 
mal circumstances,*. 

(n a single player game, the player will have allies based on the story, and in a multi- 
player game, an allied status will automatically result in trade agreements. In this case 
■ if possible - up to half of the merchant ships are going to trade with allied partners and 
the income of these actions will be doubled! 

14.1,1. Trade mechanism 

Trade ships have a high amount of HR so it takes considerable time or a decent 
fleet to destroy one. The reason for this is simple: to allow the player go to the 
rescue of his trade ships if they are attacked. 

Interplanetary merchant ships always stay in the system where they were built. 
When they start out for a new destination, the target planet will be selected ran- 
domly. When leaving the player's planet they choose an allied planet belonging to 
another empire (if there are any). When leaving an allied planet they always head for 
an own planet (if possible). When they reach their destination, they add money to 
their owner's pool, and to the owner of the targeted planet (if both are the same, 
these amounts will not be added together). The ships also add a morale bonus to 
the destinaton planet. 


mmmi nu 

There will be some civil units in the game (for example passenger ships, ambassadors, 
etc.), but all of them will be story-driven and pre-scripted. 

You can find other units as well roaming in space. They can be attacked but the player 
cannot gain anything from them. 


u 
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Space objects are abundant. Some of them are produced by the player (bases, mine- 
fields, drones - these are the so called ' deployed'' objects); others are in space natu- 
rally (wormholes, asteroids, nebulae, ancient ship wreckage, comets, moons, etc). The 
main purpose of ail of these elements is to give opportunities to gain tactical advanta- 
ge in a battle. 
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li.Il Sun 

Practically all systems have a sun. Their radii can differ greatly, as can their colour. 
All ships and installations entering within approximate double the distance of a 
sun's radiuswil! be damaged. There will be a warning message for the player, if he 
moves his ships dangerously close to a sun. 

Suns are present at the center of every system and their size and colour depend on 
their type. 

Sun types: 

Red dwarf , , * small red flare 

White dwarf small white flare 

Sun type . , , average size, bright white flare 

Red giant . , , big and red flare 

Young star , , * light blue flare 

15 . 2 . 2 . Wormhole 

Wormholes are the gates between solar systems - like tunnels. Right clicking on 
them with any unit (mobile bases, probes, squads) wilt result in warping that unit 
through the hole. They are represented graphically by a whirling ring. 

The name of the system where they lead to is visible if the label function is active. 
Wormholes can also be selected with the left mouse button. In this case features 
and status information will be visible in the info box along with the system the 
wormhole is leading to. 

There are several parameters a wormhole can have - it's not necessary to use them 
all, but the game can handle all: 

> Travel time: can be slow, medium and fast. 

> Active/inactive status: this could be the result of a natural phenomenon (random 
event) or from a technology (Darzok). 

> One-way ticket: some wormholes may be one-way only. 

> Illegal: access to the wormhole is not allowed (visually visible). 
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15.1.3. Microaiteroidi 

ALL ships are negatively affected in a microa steroid field * greater ships will also be 
damaged. The impacts are seen as small flashes on the ship's surface, 

A microa steroid field has the following effects on units: 

> 50% ship speed 

> 50% radar range 

2 % damage per second for class 2 fand bigger) ships 

The graphical representation of a microasteroid field is like a dust fieid r containin- 
grocks, 

Note: entering this field will he advantageous if you have small ships and try to fate on bigger 
enemies , as they wilt suffer damage entering into the held 

15.2.4. Asteroids/mineable asteroids (static) 

Asteroids are huge rocks in space. Some of them can be the size of small moons, 
some as big as a spaceship. 

A few of them have valuable minerals inside [they have special texture, too), mining 
stations could be deployed to mine ore and generate income on their surface, 

15.2.5. Nebulae 

In "Haegemonia" a nebulae is a coloured fog with some dust and some particle 
effects. Ship speed is reduced by 75% inside a nebulae and radars will almost 
cease functioning (-75%). 

15.2.6. Black hole 

Several systems have a black hole instead of a sun. Visually these "planets" are 
surrounded by a swirl of material that falls into a sphere of blackness. Planets in a 
system containing a black hole are extremely rare and temperatures are very low. 
There is a constant force pulling any ship into the hole - thus reducing ship speed 
immensely (-90%) and damaging ALL ships. 

15.2.7. Asteroi d ( m obile) 

It appears randomly in the game and can destroy ships and planets in a blink of an 
eye! 
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Random events are special happenings which do not modify the plot, but add “external 
circumstances" to the otherwise fairly predictable game environment. 

Example: you may find floating wreckages that containing special inventions or other 
usable items, or a small explosion from a human error might damage your ship so you 
will have to recall it for repair, etc. 
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16.11 Colony goes independent 


> Colony breakaway could happen if a colony's morale is below 50%, 

> Pirates can blockade a planet that has no defences or only a shield defence. If 
the morale drops to zero, the planet will go independent. 


16.1.2. Stientific events 

> One of your scientists had a superb idea and the current research is speeded up 
considerably [you get the invention immediately) 

> A virus was discovered in the main research-computer and all data of the current 
project is tost [you have to start it all over again) 

> New possibilities were discovered by gathering data from all the research insti- 
tutes in the empire. Research possibilities are broadened : you get some free RP 
(it is not that much, that it would give you a huge advantage, but at least it pro- 
vides you with more options) 


16.1.1 Increased sun activity 


Increased sun activity may occur in any system, T he effect Is a serious toss in pro- 
duction and mining, it will end as abruptly as it started. 


16.1.4. Chances on asteroids/planets 


Here are the events, which could change one or more of the basic parameters on a 
planet or asteroid: 


> The ore content on asteroids/planets might change positively or negatively by 50 
or 100%. 

> A planet's atmosphere might become polluted, temporarily decreasing the pla- 
net's production. 

> A sudden shift in the axis of a planet may result in a positive/negative climatic 
change, as if the planet would be terraformed. 

> A sudden morale boost on a planet. 

> Ratification of the new ' birth regulation law" results in a sudden boost of popu- 
lation growth on a planet. Population growth will be doubled or quadrupled. 

> Local political abuses of power lead to open demonstrations. Morale drops on 
the entire planet 
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16.1.5. Wreck found 

There can be several benefits from wrecks found in space- but we will not list them 
all here! 

16.1.6. Raids 

Pirates can be so impudent, that they can raid your treasury - and sometimes with 
success! They will take a random percent of the available money for themselves, 

16.1.7. Pirate base takeover j, 

This event can come randomly, but can also be setup after you have pillaged a 
known pirate base. You can find various treasures there, 

16.1.8. Hero events 

Several things can happen to a poor hero while on duty, Here are the possibilities: 

> A hero appears and offers his/her services to an empire. 

> Two heroes can meet and remember the old times they've spent together, and 
exchange tactical and strategic information. 

16.19. Wo rmhole event} 

Wormholes can sometimes change their status by themselves {illegal wormholes 
do not count here!], and this can be beneficial, or can serve as a drawback for one 
or both sides: 

> All wormholes are disabled for an indefinite period of time {hyperspace flux) and 
time becomes random and unstable. 

> Ail wormholes are slowed down (i.e. travel is slow in any of them), 

> A specific wormhoie is disabled for an indefinite period of time {hyperspace flux) 
and time becomes random and unstable, 

> A specific wormhole is slowed down (i,e. travel is slow, if it was not this kind before). 

16.1.10. Accident 

> There exist numerous possibilities For something to go wrong in a highly techno- 
logical society. 
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In "Haegemonia' 1 , there are 4 races, known as Humans {divided into Earth and Martian 
colonies at the start), the Kariaks (a humanoid race), the Darzoks {your main enemy - an 
ugly bug-like race) and the Solons, a technologically advanced race, Solons do not 
appear in the game as a race as they have lived in the galaxy in the past, but their aban- 
doned ships and installations are waiting for explorers like you! Only the human race 
can be played in campaign mode, but all three can be played in the scenarios, skirmish 
or multiplayer games, all of them having their unique abilities in the game: 

Visual differences: The empires are differentiated by colour, so that a player can see it 
instantly {from far away) which empire he is dealing with. Naturally, all empires in the 
galaxy will have different spaceships, This is reflected by the overall "style and ship 
design" of the empire in question, There will be some characters and heroes who only 
appear if you play one race - thus playing a muiti player game with another race will 
mean you will meet the new graphics, new heroes and lots of interesting features you 
cannot see in the Single Player Campaign, 

Technological differences: All empires will have specific technologies that only they can 
research. This will add extra game play value when playing a multiplayer game or a sce- 
nario, as new and very different strategies would be developed by players. All ships of 
the 4 races are different, therefore their firepower/speed/turning times/shields statistics 
differ, too and they are all very important aspects of your fleet- 
Example: a corvette from the Human Empire will not have the same statistics and wea- 
ponry as a corvette from an alien race. 

Ability differences: Each race possesses special abilities that can only be exploited 
upon if you play with that race. 




Both of them begin in the Solar System, standing against each other; 
both claiming their way is the best for the future of mankind. In the 
first missions they have to decide which way is the right one - huma- 
nity can accept only one leader to explore the stars and stand strong 
against all the threats waiting "outside". 

Technologically they share almost the same inventions {both of them have some unique 
technologies, but generally they are the same), but the Martians are more advanced in 
this domain at the beginning, nevertheless Earth has more resources {ore and people). 
Humans have the normal terraforming queue {see planets section for details). 

Racial bonuses: 

> 20% more population on planets 

> 20% bonus on research {RP, time) 
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/ ja, \ This race had a completely different evolution than humans. They 
■mf * N evolved on planet without oxygen and very poor in resources. They 

had to adapt to harsh conditions and tack of minerals - therefore they 
use their body as natural resources and on a higher level of deve- 
«\ lopment they genetically modified themselves for special tasks! They 
are definitely more advanced in biology and sociology than humans, 
but their physical abilities has suffered disadvantages. 

They can live on almost any type of planet without serious penalties. 

They have a unique ability as well: they automatically terraform the planet they live on - 
they simply use up minerals and produce atmosphere and living conditions for them- 
selves, This automatic process is counted, so that they simply have to produce anythinq 
on the planet. 


Racial bonuses: 

> Automatic terraforming - car colonize every planet 

> Trade and income bonus (20%) 

> Faster learning (-1-50% XP) 

> Lighter ships: they are faster, but have less hitpoints 
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This race is even more alien to humans than the Kariaks. They prefer 
barren planets where no atmosphere, water, plants or whatsoever could 
disturb them. 

Their technology tree is similar to the one of humans (they use metal to 
create spaceships, took but they have special weapon technologies, as 


they are highly adept in warfare - even more than humans. 


Racial bonus: 

> +20% production bonus 

> +20% population growth bonus 

> Bulky ships: more HR but slower 
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This race possesses several technological advantages over the other races, but they 
mysteriously disappeared from the Galaxy several hundred years ago. Mo one knows 
where and why they have gone, only some relics remained showing the clear technolo- 
gical superiority of their race. As some legends say, they were humanoids, but this infor- 
mation may not be correct. Some Solon bases remained well hidden throughout the 
Galaxy, not because no one wanted to plunder them,,. Simply most of the intruders 
never returned and the few who did, never wanted to return to these spots once again. 
That's why most of the rumored locations of these bases are incorrect,,. you have to find 
them for yourself! 

The Solons are not playable in the game; they will only appear in the Single Player 
Campaign, 
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Red dwarf,,,. small red flare 

FI Help screen 

F2 Starmap screen 

F3 Planet info 

F4 Ship info 

F5 Research screen 

F6 Empire screen 

ESC Game options/back to starmap 

SPACE Map mode on/off 

(backquote),,. Chat window (on QWERTY keyboard) 

d Chat window (on AZERTY keyboard) 

s mmrnmm n § 

M + Lmb click Move units 

S ..Stop unit action 

J Jump unit or all selected units to signaler (if present) 

W Set waypoint 

Right click on unit Perform special action depending on target 

(attack, mine, guard etc.) 


Right click (planet selected).., Set production redirection target 

Alt + Rmb click .... Moving next to the selected unit/empty space 

Ctrl + Rmb click on unit Forced attack 

Shift + Rmb click on unit Guard, Follow unit 



f UNIT SELECTION COMMANDS i 



CTRL + 0-9 Memorize multiple selection 

Recall multiple selection 

Z, X, C Selecting ALL mi!itary/spy/special ships 

Home/End Select previous/next squad 

Page up/down Select next/previous planet (only player's ones) 


SHIFT + Page up/down , 


...Select next/previous planet (regardless of owner) 


1 — 77 * 

Pause key Pause/ resume lime 

+/- Tune acceleration/deceleration (only on QWERTY keyboard) 

0/0 ,,.,,Time acceleration/deceleration (on Hungarian keyboards) 

Numpad 1, 2, 3 Set 1x/2x/4x speed directly 
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Cursor left . Rotate camera left 

Cursor right ... ... Rotate camera right 

Cursor up. Pitch camera up 

Cursor down Pitch camera down 

Shift +■ cursor up ...Camera up Z axis 

Shift +- cursor down Camera down Z axis 

Numeric + Zoom in 

. {dot) Alternate Zoom in {on QWERTY keyboard) 

: ...Alternate Zoom in {on AZERTY keyboard) 

Numeric - Zoom out 

, (hyphen) ... .................... .... Alternate Zoom out (on QWERTY keyboard) 

; Alternate Zoom out (on AZERTY keyboard} 

Mouse wheel Zoom in and out 

F Focus mode on unit on/off 

G/Shift*G. Switching special camera mode on/off 

Shift +■ C... Center screen 

D ..Center screen on selected entity 


N Entity name labels on/off 

I. ...Small info on/off 

Print Screen Save screenshot (overwrites old ones in the same directory!) 

L/Shift+L Switching on/off hit point bars temporarily /always 


X 
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